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Engage in visceral combat utilising skill chains, counter-attacks and spectacular . 
aerial combat. Experience combat action like never before ¢ 
+ AION HAS AN EPIC STORY: ¥ 


Choose the Elyos or the Asmodians — light or dark, former brothers and sisters fi 
now trapped in a seemingly endless war... 


+ AION HAS A HUGE WORLD: 
Explore vast regions, housing areas and deep dungeons. Find out more aboutthe © 
world by solving thousands of quests... 
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TALKING VISION 


This issue offers insight into creative visions. Our cover feature has 
Bungie saying goodbye to Halo and forging ahead with something new. 
For such a big team, their creative process is decided by what's fun for 
them, They know they may alienate fans that have supported them since 
the first Halo days, but even if you're someone that reads our impressions 
and doesn’t see something you like in what the studio are shaping for 
their next franchise, you can at least respect their commitment to it. 

‘And that's true of others. We talk to the two-man outfit who've brought 
Street Fighter to life in the live-action Assassin's Fist, and how they're 
eager to retain creative control to ensure their accuracy to the source 
material doesn't deteriorate. They're proud of what they do, and what 
they've achieved. Or how another legend in the industry, Xcom creator 
Jullan Gollop, continues to work on what he's most passionate about. 
He's happy to work on what he believes in, Our Coming Soon section 
highlights the return of indie favourite Hotline Miami, as well as the new 
work by Thomas Was Alone creator Mike Bithell. 

Thiers is the stuff we celebrate, enjoy, absorb. Support. Unspoken in all 
are subtle lessons about retaining your beliefs, sticking true to yourself. 
Maintaining integrity, no matter what the odds. 

(Over a year ago, when this magazine launched, | made a promise that 
we'd tell you what we thought, not what others would like us to say, That 
what we had to say mightn’t agree with your opinion, but that we make 
sure you knew we were being straight with you. Who we talk for, to - who 
we answer to editorially - is you (even if that answer is more argument). 
‘That's been my mandate for our editorial from the beginning: our words, 
‘our opinion, That's our vision, We 
may not always see things the same 
way, but you can rest assured that 
welll continue to make sure you 
continue to hear it straight. 


CONNECTED 
The month's top stories, talks 
with developers and artists, a 
Game Boy special and the 

best in DLC and mobil tiles, 


‘THY DESTINY AWAITS 

We head to Seatle and the offices of Bungie as some of the first 
press in the worl! to see what the company’s been working on 
sinoe they signed off from Halo and Microsoft, As some things 
stay the same, much more changes, Come and see Destiny 


Indie lavour this month with 
the return of Hotine Miami 

and we see what the Thomas 
Was Alone creator does next 


REVIEWS 
Mutiplayer action with Mario 
Kart 8, platform bliss in Child 
of Light, and fantasy action 
with Bound by Flame, 


FIGHTING LEGACIES, MOVIES 


We've been tracking the live-action production of Street Fighter Starring Hobbits, Spider-Men 
‘Assassin's Fst sinoe our first issue, and now we finally get to see a and fists of fury as we look at 
rnear-complete version ofthe series and catch up with its creators the best from home releases 
tofind out how it foes to finish the project. and cinematic debuts 
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;professional HD-quallty video section offering tralers, 
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CIVILIZATION GOES 
BEYOND EARTH 


Sid Meier's popular franchise expands with spiritual successor to Alpha Centauri. 


We'd been hoping for a sequel to PC strategy title Alpha Centaur 
S> so there was much rejoicing amongst fans as Sid Meier's Ciilzatio 
Beyond Earth was announced by Firaxis at PAX East in Boston last 
month. Albeit not a sequel in name, the game works along the same lines, 
Alpha Centaur, putting players in the shoes of a leader of a faction that's 
among the first humans to set foot on a new home planet. Consider it the 
natural continuation of the space race victory in Civilization, 

The game will allow players to make a series of choices with regards to their 
spaceship and faction that will have major impact on your starting conditions on 
the new planet. Much like in Alpha Centauri, the planet won't be unpopulated 
and players will encounter alisn lifeforms to tame, relics to discover, and 
dangers to avoid as they explore new surroundings. Alpha Centauri offered a 
refreshing take on alen life with its hive-mind theme, but it remains to be seen 
what kind of alien life we can expect from Beyond Earth. 

Armajor shake up is the tech tree, as it wil feature a series of "non-linear 


RETURN TO ALPHA 
‘Alpha Centauri, released in 
1999, developed by Firaxis 
nd published by EA, 
v scifi It explored a 
ry deep hive-mind plot as 
ers were forced to realise 
ad to co-exist with what 
s already there. 


choices” with the development of mankind moving 
towards three distinct winning scenarios. 

There will also be side missions that will delve deeper 
into the lore and backstory of the planet for players to 
‘explore, Added to this there'll be an orbital layer to the 
strategy, letting players develop military, economic and 
scientific satellites to orbit the new world, 

You can expect the typical Civ gameplay on hexagons 
‘as you build and grow cities in your colony, expand 
borders, explore the unknown and establish trade routes 
with other factions. We've managed to get some time 
with the game; keep an eye out on gamereactor.co.uk in 
the near future for our impressions. 


WORLD OF DARKNESS CANCELLED (CP Games piilled the plug on thelr vampiric MMORPG, elght year 


NEW-GEN UPDATES 
FOR PS4 & X1 


Microsoft and Sony 
ew consoles at 4 
adding b 
ew inte 


e been updating their 
unech, 


eady pace since la 
expected, as W 
ss, The Xbox 
One update improves headset functionality 
and Kinect, and adds Friend notifications. The 
‘next update (1.70) for PlayStation 4 is a 
major one, removing HDCP restrictions, 
adding ShareFactory for easy video editing 
and allowing for pre-loading of games ahead 
of their release, 
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.-) NAUGHTY DOG 
EXODUS 


In just a few short weeks, three key people at 
Naughty Dog - Amy Hennig (creative 
director), Justin Richmond (game direct 
and Nate Wells (art director) have lft. While 
tumover is normal for any major developer, 
losing key people in the middle of a project is 
not a good sign. Hennig is now c 
director on Visceral Games’ new Star 
tile, while Wells departed for Giant Sparrow 
(The Unfinished Swan) and Richmond has 
joined Riot Games (League of Legends). 


‘The best, worst and weirdest 
‘of the month, 


OLD-GEN ONLY 
EXCLUSIVES 


While we fully understand the wish to release 
‘games on the last generation of consoles. 
PS3 and Xbox 360 are far from dead — it 
strikes us we that several 
and publishers are skipping new-gen versions 
of recently announced titles lke Borderlands: 
The Pre-Sequel and Grid: Autosport. The flip- 
side of this is that those still on old-gen 

jet a few more generation 

exclusives for their machines before the 
transition to new-gen is complete, 


after they first announced it. They'fe focusing on EVE Instead 


GOODBYE TO. 
DESTINY, MARTY 


Long-term Bungie composer Marty O'Donnell 
was surprisingly et go from the company last 
month, tweeting that he'd been terminated 
from his contract without cause - just 
and other press were visiting the compary to 
Destiny. The timing didn't go unnoticed, 
with the studio quickly pulling together a 

e saying they'd parted as ‘riends 
re told in an official statement at 
their offices they didn't do ‘anything lightly’ 
Expect more info in the weeks ahead, 


NO MINECRAFT FOR VR Wie) Ocullis Rill anjiouniced ils purchase by Fac Inecraft creator Notch took to social media to state Minecraft wouldn't be coming to Rift as a result 


DEVS 
TALK 
SOMA 


Going underwater for 
anew title by the minds 
behind horror title Amnesia 


Having worked on their biggest 
project to date ever since the release 
of Amnesia: The Dark Descent in 2010 
Frictional Games are taking there next 
horror experience, Soma, under water. 
The unusual science-fiction setting on 
the bottom of sea has been inspired 
by movies like Sphere and The Abyss. 

"It's a horror game - what we 
always do, of course - but it's a much 
larger world to explore, much more 
attention to all the details," says co- 
founder Jens Nilsson. 

“The original idea was to make a 
sort of science fiction horror game 
that takes place under water and then 
we've been working with it ever 
since,” he continues. “It's the only 
project the company has been 
working on for almost five years now, 
It's been along process. We do our 
‘own technology as well. it's a huge, 
huge step up from our previous 
VIRTUAL REALITY catvin ion it oSnea to conte ad 
stro TECHNOLOGY The latest on the battle of the VR helmet as eee oute tnderoeter you Gan 

Sony's Project Morpheus tech and Oculus Rift face off. stand on the ground and you have 
nowhere to sort of hide or nowhere to 
sort of [know where] the horror is 
@ LCD AND OLED @ MOTION TRACKING @ FIELDS OF VIEW coming from. So we get a totally 


Neither Project Morpheus nor Oculus Oculus Rift uses LEDs on the front and Humans have almost a 180-degree unique horror build up we can work 
Rift have revealed their final consumer sides of the their headset to track field of view, while some birds are with." If Soma goes VR, this may be 
specs. Morpheus sported two LCD movernent, Sony's Project Morpheus known to have almost 360 degrees of one hell of an experience. 

displays at GDC while the Oculus Pitt has LEDs all over the device, The new View. VR devices aren't quite there yet, Soma is releases on Linux, Mac, 
Dev Kit 2 came with OLED screens. ‘Oculus Rift dev kt comes with an although inereasing the fel of view is, PC and PlayStation 4 next year; other 
Even if both set ups achieve 1080p external camera that tracks 40 LED likely one ofthe major targets for the 

resolution, Oculus itt are going fora points in the helmet, while the future, Project Morpheus has @ 90 
low-persistence-of-vsion that will Morpheus uses the PlayStation 4 degree field of view, while the latest 
allow the brain to filn blanks and camera. Getting head-tracking accurate Oculus Rift model sports a 100 degree 
experience a smoother virtual realy is important for immersion View ofits virtual words 


platforms may be considered. 


@ FACEBOOK MONEY @ DEV SUPPORT (@ THE FUTURE 


Realising the dream of Virtual Reality is Oculus VR have sold more than 85,000 Can virtual realty ever truly be 
expensive. While Oculus VR had Oculus Rift devkts; there is a large successful as a peripheral or does it 
money to build prototypes and devkits interest in VR from developers, and the ‘eed to evolve into a standalone 

and hire some of the best talent the open nature of the project has given device? With the fresh capital Facebook 
industry has to offer (John Carmack, rise to a productive mod scene. We're brings in, a standalone Oculus Rift 
Michael Abrash), the money needed to likely to see a huge influx once the headset isa distinct possibilty. And 
launch a commercial consumer device launches offically. When it while Project Morpheus at this stage is 
product is on a different scale. With ‘comes to Sory it's hard to say what proposed as a peripheral for 

Mark Zuckerberg picking up the tab the kind of support there will be. Clearly PlayStation 4, Sony acknowledge the 
future is looking bright for Oculus Rift. there will be first-party ttes support, ‘non-gaming potential of VR and would 
Don't count Sony out though. but will third-parties embrace VR? be fools not to look at it as standalone. 


> MOBILE-SLINGER Tying In with the reoent release of the new movie, 


THIS 
MONTH’S 
POCKET 
GAMING 


MOBILE A thumb through the best 
titles that should be hogging your 
mobile home screen and SD card. 


Headlining our ongoing look at the 
best games currently available on 
your (OS and Android devices is 
Hitman GO. It’s a bit of a departure 
for the Hitman saries; those who're 
familar with the console/PC games 
wil know it's all about sneaking in 
and out of a mission, taking down 
designated targets, and wearing the odd disguise in the process. 

Hitman GO is a puzzle game, that uses the license to good 
effect, Players are tasked with sneaking through a board game- 
Ike level without being spotted by patrols. There's a nice 
aesthetic to the title, and although it plays nothing like a core 
Hitman game, there’s enough stealthy elements to keep genre 
fans happy. if you've been looking forward to another round with 
Agent 47, this mobile title might well be enough to keep you 
‘satisfied. But if that doesn't do it for you, here are a few others 
that'd be worth visiting digital stores for. 


Gamelot’s The Amazing Spider-Man 2 comes to mobile - but be warned, you need a continuous Internet connection to play. 


HEARTHSTONE 

This one comes with a warning. If you 
don't want to lose your lif to this 
collectible card game from Blizzard, 
don't instal it on your iPad, We made 
that mistake, and quickly got caught 
Up in Hearthstone’s addictive mix of 
card turning and deck building. As the 
tiles suffix (Heroes of Warcraft) 
suggests, Blizzard fans will be greeted 
with a plethora of familiar faces, and 
plenty of characterful dialogue. Best of 
all it's free-to-play. Though given how 
many evening's we've lost recently, 
that may be a bad thing, 


THE WOLF AMONG US 
Telltale Games bring their trademark 
style to Bill Wilingham's Fables comic 
book series, further establishing their 
reputation as genre heavyweights after 
their success with The Walking Dead. 
‘The episodic adventure series started 
last year, and is now in full swing, with 
the latest chapter - A Crooked Mile ~ 
fanding on {0S devices in early April 
The game tells a story set years 
before the events of the first issues of 
Fables, with familiar fabled characters. 
living in exile in modern-day 
Manhattan. 


FASTER THAN LIGHT 


The i0S version of FTL launched at 
the same time as the PC version was 
Updated, and the mobile version 
includes all ofthe updates that 
appeared in the Advanced Exition. In 
short, i's a superb RPG that perfectly 
facilitates the starship captain fantasy. 
You journey across the galaxy with 
Vital information, fighting enemy craft, 
Upgrading your ship, expanding your 
‘crew and discovering new stories. It's 
procedurally generated, and so 
different every time, and comes very 
highly recommended. 


MONUMENT VALLEY 

A similar concept to Fez, Monument 
Valley has players twist and turn a 
small world to allow Princess Ida to 
‘make her way through each stage. 
Levels have a distinct visual style that 
reminds us M.C. Escher, but there's 
also a lack of content that'l leave 
nearly everyone wanting more, Given 
there's only ten puzzles the £2.49 
price tag might feel expensive, but it's 
well worth the investment to try out. 
Its currently only available on iOS 

8, but itl be heading to Android 
jan enough, 


TRIALS FRONTIER 


Your ability to enjoy Trials Frontier will 
likely come down to your patience 
with regards to micro-transactions. If 
you don't like to put your hand in your 
Pocket, racing through the first mobile 
version of Trials involves a lot sitting 
around while you wait for your bike's 
tank to refuel to et you play again. 
lfyou're happy to invest in this wait- 
to-play ttle, the core mechanics that 
made the game so infuriatingly 
addictive on consoles and PC remain 
intact. Trials on the move may be 
enough of a sell. 


‘AMEREACTOR PAD EDITION Read more exclusive iOS coverage on our monthly iPad Edition, available for download free from Apple Newsstand - scan the QR code above to get yours now. 


> THE INQUISITION ARRIVES  Bioware's latest Dragon Age title has finally got a release date: October 10th this year. Expect to see It on PC, PS3, PS4, Xbox 360 and Xbox One, 


TITANFALL ARKHAM ORIGINS 
The first DLC for Titanfall has been The last piece of the Arkham 
detailed, Three new arenas - Origins jigsaw fell into place in 
‘Swampland, Runoff and War April, when the story add-on 


Games - will make up the map ‘Cold, Cold Heart’ was released 
pack called Expedition. The new on PG, PS3 and Xbox 360, The 
content will be part of the season game, which acts as a prequel to 
ppass for those who've already Asylum and City is concluded by 
paid. Everybody else will still be content that which explores the 
able to snap up the new maps, but tragic backstory of Mr, Freeze and 
ata slightly inflated price, Check introduced a few hours of new 
Xbox Live/Origin for costs, content 


°\V 


YOUR DLC UPDATE 


DOWNLOADS the latest in digital goodness this month 7 


The Last of Us leads this month's DLC Update. The final piece of content in the WAR THUNDER GOAT SIMULATOR 
‘season pass for TLOU is the Grounded Bundle, containing a mix of single-player and 

multiplayer content for Naughty Dog's superlative post-apocalyptic action-adventure 
title, Grounded Mode adds a new, more challenging difficulty to the single-player 
campaign by way of brutally hard Al. Community strategist Eric Monacalli threw down 


Ground Forces sees the aerial Joke-turned ion Goat 
combat of War Thunder mi with Simulator - which does exactly 
tank battles on the ground. If what i says on the tin ~is getting 
you've played World of Tanks you ‘new content in the coming 


the gauntlet by suggesting that ‘Completed Grounded Mode’ would be one of the know what to expect, wth the weeks, wth Coffee Stan Studios 
trickiast Trophies to earn, Ever. new content bringing a selection copen-word parody setto bring a 

‘The Reclaimed Territories Map Pack features four new multiplayer maps: What, of tanks for players to unlock, and focal split-screen mode, a new 
Capitol, Coal Mine, and Water Tower. Then there's The Survivaist Weapon Bundle that a whole host of naw gameplay map fr goat enthusiasts to 
contains four new weapons: Specter, Double Barrel, Enforcer, and Launcher. There's nena Coreen tena, 
No release date at the time of going to print, but we do know that the Reclaimed update for the PS4 version content will come as part of a 
Territories maps will be included in the upcoming PS4 edition of the game. coming in later months. free update, 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


“TEABAGGING” “INDIE” “ZERG RUSH” “MMO” “SPAWN CAMPING” 
‘The act of dipping one’s digital AA simple term that has evolved in A phrase originally associated with Originally MMO was terminology The dastardly act of hovering 
droin in the face of a fallen foe as recent years, Originally designated a tactic employed by players in ciated with the RPGs played around the points of a map 

they lay prostrate and helpless on. to studios working autonomously realtime strategy game StarCraft online by huge numbers of players. recently deceased players are 
the ground having lost a recent and publishing their own games, whereby generals will quickly In recent years the term has known to re-enter the game, 
exchange of gunfire. A habit made the recent explosion in digital assemble a sizeable force of cheap become a blanket description that ‘Spawn campers loiter around said 
Popular on the servers of first distribution has meant a huge and expendable tro includes a variety of different titles points, waiting for their enemies to 
person shooters such as Halo 2 increase in the number of their hastily assembled force to and genres, all of which share one return to action, and then use their 


and subsequently adopted t 
gamers from across the whole the influence of a parent company 
first-person fraternity. or publisher 


developers able to operate without ‘sweep over an opponent who may ‘common factor; huge servers with superior positioning to squash 
Yet to finish building their thousands of gamers all playing their opponents with overwhelming 
fighting force. simultaneously force. Mostly frowned upon 


> PLAY THE CLASSICS There are numerous digital versions of Game Boy Advance classics now avallable to download and play from the WII U’s Virtual Console, 


THE STORY OF GAME 
BOY AND ITS FATHER 


ANNIVERSARY Nintendo’s original handheld invented portable gaming as we know it. Now 
on its 25th Anniversary, we remember not just it, but the man who created the original. 


His legacy may not be as big as it deserves. Yet the Kyoto-born 
Gunpei Yokoi is the spiritual father of the Nintendo Game Boy, and 
arguably the creator of handheld gaming in a format that'd remain the 
standard until mobile phones managed to handle anything better than 
a basic game of Snake, 

Through his creations, Yokoi is the reason for Nintendo's biggest 
‘economic success (but also its biggest loss - more on that later). The 
Game Boy started as a brick-like device, with only two buttons, a 160 
x 140 pixel monochrome screen and took four AA batteries to power, 

Yot after its release in 1989 it became a global success; 
arguably its biggest pull was securing a version of 
Tetris, one of the all-time greatest puzzlers, for 

the machine. A decade before Apple made 
the idea of system refreshes common, the 
Game Boy's creators presented it ina 
smaller, lighter version in the form of the 

Game Boy Pocket, and went on to use 

the name for its Game Boy Color and 

Game Boy Advance lines, before the 

shift to the dual-screen DS handheld, 

‘The Game Boy became legend, Yet it 

would never have been if a young man 
hadn't been hired by Nintendo in 1965 
after graduating university. 
Gunpei Yokoi's first job was to monitor the 

production facilities which manufacture the 
legendary Hanafuda cards that made Nintendo a 
household name in Japan, The late 1960s saw Yokoi join 

the ‘Games’ division of the company. According to legend, on his first 
day he presents a product called The Ultra Hand, an extendable 
plastic arm with a gripping claw at the end, The device was created in 
the inventor's spare time, but once Nintendo saw it, the company set 
about mass-producing it. The Ultra Hand becomes a bestseller. 

After Gunpei Yokoi invented the little-known Ultra Machine, a 
baseball throwing machine that could gently throw a softball for risk- 
free play inside the living room, he finishes his Ultra trilogy not on a 
high, but with the unsuccessful Ultra-Scope; a periscope that 
allowed the user to look around corners, 

Better received was his next product; 1969's Love Tester proved a 
hit for Nintendo, The machine calculated a couple's compatibility by 
getting them to grasp its two handles together. While the Love Tester 
only measured electrical currents, it was a huge success, and you 
can see modem day offshoots of the technology at arcades and fairs. 

After these successes Gunpei Yokoi lures engineer Masayuki 
Uemura from Sharp to Nintendo, and the two begin to develop the 
Nintendo Beam Gun. The finished product, revealed in 1973, is called 
the Laser Clay Shooting System. It is nothing more than a Laser gun, 
packaged with some stand-up solar cell targets. But with it costing 
just under 5000 yen back then it quickly sells over a million units - a 
hasty but impressive success for the company. 

Sometime around the mid-1970s Nintendo boss Hiroshi Yamauchi 


DIGI-PAD 


Along with the 
Game Boy, Yokoi 
also created what 
would become the 
NES controller 


decides that Nintendo has to sell video games in the future, Of his 
favourite inventor, Yamauchi asks something simple, yet completely 
unspecified: “Imagine something completely new." And that's exactly 
what Gunpel Yokoi does. 

The results are a series of simple, cost-efficient handhelds with LCD 
displays. The birth of the Game & Watch marks the beginning of a 
long-term success story that ends with just under 40 million units 
sold worldwide. At the same time Gunpel Yokoi invents the digital 
control pad, which becomes the classic NES controller, and sets the 
template for joypads which can stil be found in today's controllers. 

‘After Ataris success with games like Pac-Man and Space Invaders, 
Nintendo takes an interest in designing more complex games. Gunpei 
Yokoi is promoted to assist a new employee in his work with one of 
these complex games. This new employee is Shigeru Miyamoto; the 
game Donkey Kong. The rest is history. 

‘After Nintendo manages an impressive success with the NES, it's 
time for Gunpel Yokoi to come up with something new yet again. The 
inventor, his right hand Satoru Okada, plus a 45 people strong 
development team, create a beige handheld, with a 160 x 144 pixel 
screen capable of displaying four shades of grey. The 4.19 MHz 8-bit 
processor of the Nintendo Game Boy starts a revolution. 

It's an incredible success. In its original form it sells more than 60 
million units. The Game Boy is not the first handheld that allows you 
to change games by swapping out external catridges. But it's cheap, 
has good graphics, and most importantly, has great games. 

The inventive winning streak of Gunpel Yokoi seems endless. Until 
4992, when he creates his biggest failure: the Virtual Boy. A table-top 
console with self-standing 3D Visor and controller bombs completely 
When its releases in 1995 after three years of development. The idea 
was way ahead of the curve, the technology sub-par, the price too 
high. To this day it's Nintendo's biggest flop. 

Gunpei Yokoi designs the Game Boy Pocket for Nintendo in 1996. 


HE PROVED AGAIN AND AGAIN TO BE A NEAR 
ENDLESS SOURCE OF SURE-FIRE HITS FOR 
THE COMPANY, UNTIL HIS ONE MISFIRE 


but leaves the company a few weeks after its launch on 15 August 
1996. He founds his own company, Koto Company and develops a 
new handheld Wonderswan, designed by Gunpei Yokoi personally. 
The first Wonderswan game is called Gunpey. 

On 4 October 1997 Gunpei Yokoi occupies the passenger seat in 
the car of his business partner Etsuo Kiso. They drive along the 
Hokuriku Expressway in Neagarimachi. Kiso hits a moving truck. 
Nothing bad, just a minor accident. As the two leave their car to 
inspect the minor damage, they are grazed by a passing car. Etsuo 
Kiso breaks a rib. Gunpei Yokoi, however, dies two hours later in 
hospital of his injuries. He is only 57 years old, 


Nintendo GAME BOY.» 
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KIRBY'S DREAM LAND 
‘There are plenty of big hits for the original Game Boy, but 
the introduction of Nintendo's pink platforming ball was a 
huge one. Kirby's debut saw creator Masahiro Sakurai 
‘equip the character with the ability to absorb enemies 
and their attacks by swallowing them. The adventure 
may seem too short and too easy, but it was the perfect 
introduction to Kirby's game world. 


PINBALL: REVENGE OF THE GATOR 
For many, this was their first virtual experience of pinball 
and the game's stuck in mary people's heads. A single 
round could last for as fong as 50 minutes, and it was 
the result of a perfect game balance, backed by a 
frypnotic soundtr 


tts better than mary, many, many 
‘modern mobile games - and as luck would have itis 
availble in the form of a remake on the 8DS eShop. 
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LINK’S AWAKENING 

Link’s first mobile adventure was groundbreaking, Proof 
of what the Game Boy could achieve, it squeezed a 
massive Zelda-sized adventure-RPG onto a single GB 
cartridge. The storys stil one of the best ofthe series, so 
much so that even two decades on, we don't want to 
spoilt for you: grab your digital copy on the Nintendo 
8DS eShop as soon as you can 


CHILD 
OF LIGHT 


Art director THOMAS ROLLUS explains how 
the game got its unique look. 


It’s one of the most beautiful games we've seen. Ubisoft's 2D 
action RPG not only plays like a modern fairytale, but it looks like 
‘one to, The digital title, released this month (and reviewed later in 
this issue) manages to directly port artist renditions into the game 
itself, with only some added animation touches needed to bring 
the world of Lemuria to life. 

“The team used the UbiArt Framework to create the look,” says 
the game's art director, Thomas Rollus. The engine was originally 
conceived for the company’s resurrected Rayman franchise and 
used in that series’ recent Origins and Legends titles, The visuals 
were so stunning, Ubisoft are planning to use the engine for many 
more projects - such as Valiant Hearts: The Great War, and there 
is a rumour anew Prince of Persia may use the engine as well. 

The engine allows large illustrations to be broken down into 
separate elements and animated completely independently while 
still keeping the spirit of the original concept art. t's a huge coup 
for the industry's designers, whose artwork is rarely seen or used 
outside the studios. 

Child of Light goes for a style that evokes watercolour paintings 
to generate that dream-like idea that's behind the game's story. 
The Temple of the Moon [right] “has been inspired by Victor Horta 
and the Tower of Babel from Pieter Brugel,” continues Rollus. 
“Surrealism is a mejor part of the visual design for Lemuria, We 
wanted to evoke a seascape in the clouds. A vast aerial 
playground that gives even more scope to Aurora's flight.” 


INTERVIEW Strategy legend and Chaos and Xcom creator Julian Gollop discusses returning 
to the game that made his name three decades on, and why he’s still going indie. 


It's thirty years after the first Chaos title. 
Is this a series you thought you'd be 
returning to three decades on? 

No, not at all. 'd have never believed it 
possible that I'd be coming back to the 
game. When | first started Chaos thirty years 
ago, | thought the game would be really 
00}; it was actually an adaptation of a 
board game I'd made a couple of years 
earlier. It was made with cards, and you 
played with dice. You had just a grid of 
squares that you played your cards down 
‘onto to summon creatures and so on. It was 
popular with my friends and family, and 
when | made it into a computer game in 
1985 | though it'd be pretty cool, but | didn't 
believe it'd become so enduring. 


So why return to it now? 
Several reasons. | wanted to get back into 
gaming. | wanted to work on a project which 
was again a turn-based strategy with this 
nice, direct multiplayer-orientated feel to it. 
‘And this is precisely what Chaos had in a 
way. And also because Chaos was my 
fondest project that | worked on over the 
years. It was a pioneering project for me. 


The rise of the indie developer mirrors the 
bedroom developer back in the 80s. Do 
you still consider yourself indie? 

Yes, | feel 100% that way. despite having 
worked for Ubisoft for nearly six years, | feel 
my heart still lies with developing my own 
small projects, with my own vision, without 
anybody to really dictate what is required by 
the market or required by the marketing 
department of the company. 


Ireally prefer having this direct relationship 
with the players. It wasn't exactly possible 
when | was working on Chaos; | played it 
with my friends and family. But now of 
course it’s very easy to reach players 
directly and get them involved in the 
processes, supporting the game. | think 
that's made a big difference to indie 
developers as well. 


You're a full supporter of the Kickstarter 
movement then? 

Yes, | think it's great. it carries with it its own 
risks and responsibilities, but | stil prefer 


that approach because you are obliged to 
deliver for a group of passionate and 
supportive customers who may not be very 
critical but you've got a direct relationship 
there with your player base. That's really 
valuable because they can contribute a lot. 


Did you have to go back and reevaluate 
the original Chaos before starting anew? 

I did, and thought very carefully about it. My 
impressions were - the interface sucks, the 
balance is a bit screwed, The Al's crap and 
the graphics are poor, but the gameplay had 
a lot of merit. It is very simple, but I think the 
core mechanics | put in there made for an 
interesting game; the Illusion system for the 
creatures, the balance of order and chaos, 
and weird and wonderful spells. The core 
gameplay was great, and | wanted to keep 
the mechanics intact. 


Have you tried working in other genres? 
[Pause]... not by choice. When | was 
working at Ubisoft | didn't get to choose my 
projects; | was put on several that were 
cancelled for the Nintendo DS. The final 
project | was working on at Ubisoft was 
Assassin's Creed: Liberation for the PS Vita. 
But | left after working on that for the first 
year, That was interesting; | was working on 
developing the character and the setting, 
the story... and some of the game design 
elements. It was all good fun, but | wouldn't 
say the Assassin's Creed franchise is exactly 
my cup of tea. 


But while there you created Ghost Recon: 
Shadow Wars for Nintendo 3DS. How'd it 
feel being one of the few launch titles 
that was recommended as a must buy? 

I think it’s a great achievement for the team. 
Iwas very happy, because again it wasn't 
exactly something I'd see as an obvious 
choice for people to buy, being a turn-based 
game, Then again handhelds, well, at least 
Nintendo ones, have a tradition with RTS 
games, such as Advance Wars and Fire 
Emblem, which are some of my favourite 
games ever. Credit to Nintendo supporting 
such games, and credit for Ubisoft for 
backing the project when | proposed it. | 
actually pitched the project as Ghost Recon 
meets Xcom, for Nintendo DS originally. 


With Ghost Recon, how'd you find playing 
in someone else's sandbox rather than 
your own? 

There's a whole set of documents, a bible, 
that you have to conform to, in terms of 
story development and setting. The story we 
had was a prequel to the story for Future 
Soldier, but that was completely rebooted 
with a completely different story in the end. 
So Shadow Wars is a prequel to a story no 
‘one's ever seen. 


What was your thoughts on Firaxis and 
their take on Xcom? 

| think they did a very good job. In particular 
making a game that was going to appeal to 
‘a console audience as a well as a PC one. 
They got a very effective character 
development system. 


PC or console? 

I find it very difficult to answer that question. 
I've no preference one way or the other. 
They have different audiences, and slightly 
different expectations, but it's becoming 
much more convergent these days. | think 
it's a loss relevant question than it used to 
be, Especially when you can have your Xbox 
controller hooked up to your PC. | think the 
only thing PC really stands out for is the 
really heavy duty strategy and RTS games. 


Have you any favourite moments from 
your time in the industry? 

After finishing the original Xcom, we decided 
to go to the Game Developer's Conference 
in California, which was a smaller event than 
it is now. We were stunned that Xcom got 
one of their Spotlight Awards, which was 
their top ten games of the year, that the 
game development community voted on. We 
were pretty chuffed, 


Who do you admire in the industry? 

Sid Meier, without a question of a doubt. 
Because of his pioneering work on this, 
concept for these grand strategic games for 
the PC. Monumental games. 


If you weren't working in this industry - 
and we feel we know the answer - what 
would you be doing? 

Making board games {laughs}. 
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Assassin's Fist didn’t need to do much. The live-action series that 
charts the early days of Street Fighter's Ryu and Ken, on concept alone, 
could easily better any number of the previous video game adaptations 
that litter history; the ones that hide on film fans’ hard drives with all the 
‘embarrassment usually afforded to a porn download. 

Mortal Kombat aside, cinematic or TV adaptations have all managed to 
foul the attempt. The bar's been set as deep underground as a sewer pipe. 
‘And likely coated in as much filth. 

Yet this new Street Fighter adaptation exceeds expectation. We sat 
down to watch a near-finished version of the multi-part series last month 
alongside key cast and crew in a small theatre in London, and walked 
away impressed. It's an authentic and respectful take on Capcom's long- 
running franchise. Yet it also works as a standalone series, thanks both to 
its story structure, a multi-generation tale of martial art teachers and their 
students, and the strength of the cast. There's shades of Shakespeare in 
the destruction of brothers and crumbling dynasties, and for a live-action 
take on moves that require a suspension of disbelief on behalf of the 
viewer, the team manage to ground the idea of fireballs, dragon punches, 
and hurricane kicks in a reality that’s on the right side of believable, 

It’s a cliché to say it, but you won't need to be a Street Fighter fan to 
enjoy this. Though you may have more trouble 
accepting a westerner with waist-length blonde 
hair sparring with Japan's finest warriors deep in 
the country’s mountains. 

“(fully appreciate that,” laughs Christian 
Howard, after we commend him for perfecting 
Ken Masters, one half of Street Fighter's most 
famous fighting duo, in the flesh. “The wig is a 
tricky one; it’s difficult to get things like that 
right.” The hair is but one example of his and 
fellow creator Joey Ansah’s (who does a great job 
of playing a hulked-up Akuma in the series) 


the past, it adds tension, 
learning the fighting st 
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3h forward to rmodemn day 


and Goukis training, the fl 


training under Gotestu, It's his path 


dedication to keeping every aspect of the series true to what we've seen 
on arcade cabinets and screens for years now. 

The duo's previous work, the live-action short that'd become a proof of 
concept for Assassin’s Fist, Street Fighter: Legacy, was a testing ground to 
see if the character designs could work in the real world, “Chris put on a 
lot of weight [to play Ken in that},” Joey says, as we talk to him and Chris 
cover Skype, as the two work post-production from Joey's flat in London. 
“Yet people still said ‘skinny! Too skinny!’ For Assassin's Fist we couldn't 
fall short on that. Chris got into such good shape we thought ‘fuck, 
whoever plays Ryu is going to have a real issue catching up’.” 

That person was Mike Moh, who, much like his character, plays a 
quieter, more reflective role to Howard's Ken, But he did the necessary 
‘work out to ready for the shoot. But then that led to its own problems for 
Joey. “Mike put on 30 pounds to play Ryu,” remembers the director. “Mike 
was a lightweight before, But then we though: ‘if Chris is that big - how 
big must Akuma be?” 

‘Akuma, the hulking red-haired demon that's plagued Ryu and Ken in 
the franchise for years now, will be ‘born’ over the course of the series, as 
we witness the result of bad decisions and darker paths walked that lead 
to his creation. In an interview with Joey last year, the man portraying the 
ultimate warrior likened his character to Darth 
Vader. Watch the finished product, and it's easy 
to see the similarities drawn between the two; 
less men, more demons in human flesh. Creating 
“a sense of significant intimidation,” according to 
his actor, involved even tweaking the sound 
design as he walked. “When Akuma walks you 
hear a ‘whom’, to give that sense of weight.” 

It'd have been easier to take a different 
approach with these characters, cut corners, 
‘save money. Put their own stamp on the Street 
Fighter franchise. One fact that comes to light in 


that it went so bad in 
yu and Ken 


Director Joey 
ih Vader's. 


Assassin's Fist didn't need to do much. 
‘The live-action series that charts the early days 
of Street Fighter's Ryu and Ken, on concept 
alone, could easily better any number of the 
previous video game adaptations that litter 
history; the ones that hide on film fans’ hard 
drives with all the embarrassment usually 
afforded to a porn download. 

Mortal Kombat aside, cinematic or TV 
adaptations have all managed to foul the 
attempt. The bar's been set as deep 
underground as a sewer pipe, And likely coated 
in as much filth. 

Yet this new Street Fighter adaptation 
exceeds expectation. We sat down to watch a near-finished version of the 
multi-part series last month alongside key cast and crew in a small theatre 
in London, and walked away impressed. It’s an authentic and respectful 
take on Capcom's long-running franchise. Yet it also works as a standalone 
series, thanks both to its story structure, a multi-generation tale of martial 
art teachers and their students, and the strength of the cast. There's 
shades of Shakespeare in the destruction of brothers and crumbling 
dynasties, and for a live-action take on moves that require a suspension of 
disbelief on behalf of the viewer, the team manage to ground the idea of 
fireballs, dragon punches, and hurricane kicks in a reality that’s on the right 
side of believable, 

It’s a cliché to say it, but you won't need to be a Street Fighter fan to 
enjoy this. Though you may have more trouble accepting a westerner with 
waist-length blonde hair sparring with Japan’s finest warriors deep in the 
‘country’s mountains. 

“[fully appreciate that," laughs Christian Howard, after we commend 
him for perfecting Ken Masters, one half of Street Fighter’s most famous 
fighting duo, in the flesh. “The wig is a tricky one; it's difficult to get things 


"WE'RE NOT IN THE 
BUSINESS OF MAKING 
UP-SCENARIOS FOR 
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like that right.” The hair is but one example of his 
and fellow creator Joey Ansah’s (who does a great 
job of playing a hulked-up Akuma in the series) 
dedication to keeping every aspect of the series, 
true to what we've seen on arcade cabinets and 
screens for years now. 

The duo's previous work, the live-action short 
that'd become a proof of concept for Assassin's 
Fist, Street Fighter: Legacy, was a testing ground 
to see if the character designs could work in the 
real world. “Chris put on a lot of weight [to play 
Ken in that],” Joey says, as we talk to him and 
Chris over Skype, as the two work post-production 
from Joey's flat in London. “Yet people still said 
‘skinny! Too skinny!’ For Assassin's Fist we couldn't fall short on that. Chris, 
got into such good shape we thought ‘fuck, whoever plays Ryu is going to 
have a real issue catching up’.” 

That person was Mike Moh, who, much like his character, plays a 
quieter, more reflective role to Howard's Ken, But he did the necessary 
work out to ready for the shoot. But then that led to its own problems for 
Joey. “Mike put on 30 pounds to play Ryu,” remembers the director, “Mike 
was a lightweight before, But then we though: ‘if Chris is that big - how big 
must Akuma be?”" 

‘Akuma, the hulking red-haired demon that's plagued Ryu and Ken in 
the franchise for years now, will be ‘born’ over the course of the series, as 
we witness the result of bad decisions and darker paths walked that lead 
to his creation. In an interview with Joey last year, the man portraying the 
ultimate warrior likened his character to Darth Vader. Watch the finished 
product, and it's easy to see the similarities drawn between the two; less 
men, more demons in human flesh. Creating “a sense of significant 
intimidation,” according to his actor, involved even tweaking the sound 
design as he walked. “When Akuma walks you hear a ‘whom’, to give that 
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Last month we travelled to Bungie’s studio to have 
our first hands-on with their latest legend and find out how 
the team’s post-Halo vision is coming together. 


They may want to give the easy sell of calling Destiny a 
shared-world shooter, but there's as much MMO lexicon mixed 


In the months leading to today, we wondered if playing with FPS terminology during our 48 hours at the studio. Raids, 
a Bungie title with a PlayStation controller would be weird. rolling [selecting] Warlock classes. Area damage, elemental 
‘As much as something felt off experiencing Metal buffs, Surprising admission during 
Gear Solid V: Ground Zeroes on a Xbox controller, the RAIDS, WARLOCKS ‘our time at the studio? For a while 
best of the Seattle studio's output has been defined Fl EMEN TAl BUFFS Bungie played with the idea of 
ona Microsoft machine, After a morning spent in a MIL L Ou. Destiny as a straight-up fantasy 
corner of Bungie's offices having the world’s first IT MIGHTN'T BE A title, far from future battlefields. 
hands-on with a PS4 build of their new title Destiny, SURPRISE THAT THIS But that was a mere blink of 
comes confirmation: it doesn't feel different at all. n time in the game’s now five-year 

Halo muscle memory confirms that the universe COULD HAVE BEEN A development cycle. The worlds, the 
and format may have changed, but for those of us FANTASY TITLE universe of Destiny is far-flung sci- 
who've saved the universe with Master Chief, fi, and you're still looking at it down 
survived with the ODST and died with Noble Team, we're still the barrel of a gun, interacting with most of it with the pull of a 
right at home. Character control still carries the studio's legacy. _trigger. The merging of two distinct genres isn’t wholly new, nor 
A sense of familiarity to this new frontier, If you've lost is Bungie the first to try and adopt one into the other. 


evenings to their past, you'll be wholly confident in your first 


steps into Bungie's future. BREACHING THE BORDER 


And that's not the only hallmark the company's carrying The quick, easy comparison is that Destiny is Halo's 
over with it. From our first thirty seconds to our last thirty controls and firefights synced with the sprawling level structure 
minutes with the game, we experience the same sense of fun, and extensive weapon porn of Borderlands (with Mass Effect’s 
of enjoyment, that these developers have brought to futuristic sleek tech and world-building thrown in for good measure) 
battlefields before, We're in a new world facing new threats, Gearbox's two-game strong franchise managed to successfully 
but that sense of excitement and evolving strategies while incorporate MMO and deeper RPG elements to the first-person 
engaging aggressive aliens alongside friends mirrors what we shooter genre. 
felt in the near-decade of warfare alongside the UNSC. Rest That's not to say Destiny is simply doing the same, but 
easy, long-term fans of the studio: Bungle have retained the there is similarity, and it’s one we're highlighting because from 
fundamentals of Halo. experience, Borderlands married us to a genre we'd otherwise 
But there is a lot that's all-new, all-different, Bungie have ignore, Destiny could be the MMO's green card into our living 
mapped their trademark shooter flair over the MMO space. rooms. 
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You can play Destiny multiple ways, 
centering each location giving youa 
series of options on how to explore. 
Patrois the most free-roaming of all, 
letting you wander each area as you see 
fit, picking up jobs through audio 
‘beacons, salvaging loot and tackling 
‘enemies. There Is story-driven 
‘Campaign that can be played solo 
(though you stil need to be ontine), 
‘which wil be more directed, Focused 
‘combat missions come in thity-minuto 
Strikes, which direct you to multiple 
‘objectives in specfic areas of the map 
‘and culminate in a boss encounter. Raids 
‘are later, larger versions of these, pling 
in multiple freteams, There's also the 
PvP Skirmish mode, though you need to 


corridors, and occasional larger, sandbox environments. 
Guess which of those would work for multiple fireteams. 
The maximum number of players in one public area is 
stil being tinkered with; currently it's around seven to nine, 
Not a mammoth number for multiplayer, but it's a figure 
suitable for a cooperative experience, and neatly disables 
the break of immersion that'd come if fifty fireteams were 
milling around the same spot waiting for enemies to spawn. 
If you want to participate in what others are doing, sink 
a few bullets into their attackers (we experience only two of 


play through a couple of hours of the 
‘game before you unlock it 


Bungie COO Peter Parsons, joining us as part of our three-person 
strong fireteam during the demo - a runthrough of a thirty-minute 
Strike mission played twice more - is better explaining how their 
shooter works than he is playing it. We need to save his ass several 
times during the day. Post-match, he grabs a pen and paper to 
‘explain Bungie's take on the shared-world shooter concept. 

There'll be multiple locations to travel to around Earth, and the 
stars beyond, Each offers a sprawling sandbox to explore - the E3 
demo of Old Russia is but a tiny comer of that particular locale - and 
you choose exactly how you explore through The Director, a menu- 
driven guide to the worlds that gives you a list of modes to choose 
from, which define your time on the ground. 

You can either free-roam in Patrol, go for story in Campaign, or 
focus on a thirty minute mission called Strike, one of which we play 
through (there's also multi-fireteam Raids and competitive multiplayer 
Skirmishes - see ‘The Modes’ box out above for more). 

Whether you solo (though due to the game's nature you have to 
be online to play) or buddy up to form a three-person strong fireteam, 
you won't be the only Guardians exploring the location for XP, loot 
and glory. Bungie's matchmaking systems, born in Halo 2's online 
deathmatches, have been expanded and redesigned to do the 
backend mathematics for an entire galaxy, Multiple fireteams will 
criss-cross with each other at certain points as they roam in their 
respective missions and modes. These crossover points will contain 
bigger threats that you can join together to tackle, watch others from 
afar, or just ignore both potential comrades and threat and continue 
‘on your way. Your journey, your choice. 

Parsons draws a series of interconnected circles. Each one 
represents an area within the sandbox; some are private, some 
public. Private areas will be just you and your buddies tackling 
‘enemies, finding loot, completing mission objectives. But whatever 
mode you play (aside perhaps from Skirmish), at certain junctures 
you'll enter public zones. And so will other fireteams. 

While our Strike was locked to just our three-strong squad, it was 
easy to spot which locations would suit those junctures. Ranging 
towards a refinery passed us through smaller multi-levelled rooms, 


the races in Destiny - see ‘The Races’ box out). The game 
will immediately sync you into a shared mission. 

Complete it, mop up the goods - loot and ammo are 
privately divided so everyone gets their share - and head 
your respective ways. Pop into the next area (expect exit 
points to differ depending on the mode played) and you're 
back to a private area, and continuing ‘your’ story. Within 
these public zones, bigger public events are sometimes 
initiated to toss in something new. 

The idea is that all this is seamless; you never see a 
loading screen nor the sudden disappearance of other 
fireteams. Just a whole lot of people crossing paths 
occasionally, on their way to building their own legend. 


Building your legend in Destiny isn't subtle. It's about 
what you wear, what you carry. Even if there's no loading 
screens outside the initial drop into the location at mission's 
start, you will be spending some time on your character 
customisation screen, The controller Options button will 


default to this screen, with 
BUNGIE WANTYOUTO — SurcoronSotecon 
FOCUS ON GEAR AND other tabs with a quick 
WEAPON UPGRADE S & shoulder button press. 
THE LEVEL CAP ISN'T 

THE END GAME 


Your character avatar is 
bracketed by two boxed 
columns, Left is Class 
Focus and weapons, right 
your gear, with that side 
giving you a box each for helmets, body armour, leg armour etc. 
Everything offers perks, a lot include unlockable upgrades. 

XP increases, gaining gear and earning upgrades are divided 
across a few systems. By killing enemies you earn XP. But the 
game's main drive isn’t hitting the level cap; you'll reach that ina 
few days of solid playing. Instead, Bungie want you focused on 
weapon upgrades and pimping your character - the “horizontal 
growth” according to Investment Lead Tyson Green. 

“The point were [the levelling] stops, [players have] already 
moved on to gear function and collection...,” he explains during a 
roundtable Q&A on the subject during a post-play break. “It works 
similar to Diablo, in the sense that it really is about going on to the 
horizontal growth, trying new abilities and new builds, new 
weapons. With that same element that ‘I’m growing more powerful 
as a character, so | can do the harder activities’.” 

So, it’s weapons and gear buffs, alongside gameplay skill, that'll 
decide your survival percentage against the more fearsome 
creatures populating the galaxy. Exploring the world you'll come 
across chests which contain Glimmer - the in-game currency ~ 
which can be spent on new weapons, purchased from the public 
marketplace in The Tower. 


This is the launching point for every mission, sitting in the shadow 
of the Traveller's corpse, the moon-like entity that for two hundred 
years exponentially advanced humanity’s growth and gave the race’s 
Guardians their powers. The Tower is the Guardians’ central base 
and the social hub for the game. Glimmer buys weapons, and it 
sounds like the developer is ranging as far as it can from the notion 
of micro-transactions. 

“We're focusing on the core sixty dollar experience,” Green 
replies when asked directly. “Trying to keep the game away from 
needing a subscription or anything like that. It's not something we're 
really focusing on at all.” 

Unlike Halo, you can't steal weapons off dead bodies on the 
battlefield, Downed enemies will drop ammo, colour-coded to 
represent bullets for your primary, secondary, or heavy weapon. That 
third tier is a new inclusion, and one the team spent a long time 
scratching its head to work out its correct placement in the weapon 
wheel, according to Bungie's Community Head Eric Osborne. 

“We wanted to break out and add this Heavy category, where you 
bring out this thing with huge high-weapon damage and it feels 
awesome, For a while they played with the standard weapon swop, 
and it was alarming how confusing it got between three because 
we'd been trained with two for so long. Once they changed it to the 
hold [of the weapon switch button], it worked perfectly.” 

So, you trade between primary (Scout and Foous rifles, magnum- 
like Hand Cannon) and secondary Gniper Rifle, Shotgun) with a tap, 
or hold to pull your heavy (Rocket Launcher, Chain Gun). 

The Secondaries and Heavies have that similar punchy audio 
texture of Halo, but to our ears the Primaries sound underwhelming. 
There are multiple variants of each weapon type with their own stats, 
and while only some will be upgradable, every weapon has its own 
unique name. It's a huge breach of the small but perfectly-balanced 


Halo roster, but keeps with the MMO structure of the game. “They've all 
a defined role, they have a reason to exist,” says Osborne of the 
expanded weapon list. 

‘Sound Good Advice’, ‘Thunder Lord’, ‘Truth’ are just a few, the 
comedic naming clashing with the setting of this otherwise poe-faced 
sci-fi world. (It's the same with the physical emoticons tied to the D- 
Pad, letting you wave, sit or dance during your missions). Currently 
Bungie won't say what the weapon limit is, and are only talking these 
UNSC-analogue types, but we doubt the final game's arsenal will be 
limited to human-made weapons. 

But enemies do occasionally drop loot, and loot can also be found 
hidden around locations or in chests. Loot's colour-coded as well; 
green’s common, blue rare and gold for exotics. Not all will be specific 
to your Class, nor be available to use until you've XPed to a certain 
level. Some will come as encrypted data that needs unlocking back at 
The Tower. 

While you're locked to a three-weapon loadout on the field, you 
carry multiple guns and gear with you at all times - each customisation 
category box opens up to a larger grid to offer more choices. 

The exact limit of this is yet to be decided, but each player will have 
a personalised Vault back at The Tower to store excess equipment. The 
idea is to allow you to change up your load-out to match the situation. 
However, there's no shortout to have customised load-outs available at 
abutton press, and switching weapons means your new choice 
materialises with no ammo. “The idea is that you don’t switch between 
them endlessly,” explains Lead Designer Lars Bakken of the decision, 
“It doesn't mean you won't have ammo for them. Within the next kill 
[downed enemies] drop ammo for that weapon.” 


at 


‘While cross-platiorm compotitive and 
‘cooperative is out ofthe question “due 
to the pltiorm holders” says 
Investment Load Tyson Groen, it looks 
tke you willbe able to carry your 
‘character across two generations of 
{he same machine." We don't want you 
‘buying a PS4 at Christmas and not 
‘being able to bring your character from 
PSS” ho explains. 


‘The push to spend time in this screen, according to Bungie, is to 
generate pride in your look, your growing legend. Motivation beyond 
seeing the endgame or level cap will be spotting fellow Guardians 
equipped with cooler gear and weapons than you currently have, 
pushing you to explore and loot to better yourself on the battlefield, 
That's partly why Bungie won't tie XP level to public space meet-ups; 
they want you to be amazed at how quickly higher-powered 
Guardians can take down even the biggest threats. 


But what that also means is that you'll need to find a quiet spot 
‘on the battlefield to roll out new weapons. It's less fiddly than you 
think, though during our Strike mission demo we've only a few same- 
level weapons to worry about. The Hand Cannon becomes our 
default Primary, a two-shot headshot magnum that's a beast against 
most enemies, and the shotgun for when we're exploring corridors 
and refinery interiors, 

We also mainly stick with the Chain Gun as our Heavy, an ammo- 
chewing monster that drops both single higher-class Fallen and 
charging groups quickly. Good to note is that Bungie are continuing 
to embrace the same three-way combat from before, as we stumble 
ona Hive Vs Fallen battle in the bowels of the refinery and mop up 
the remainders with our trusty boomstick. 

The mission is pegged around the thirty minute mark to complete 
- if we take the straight path mapped out by our Ghost Al (see The 
Ghost & Sparrow box out for Destiny's replacement for Cortana). 

At one point in our third play of the Strike, Peter directs us to the 
‘end of one corridor after our Horde-like encounter with waves of 
multiple nasties. There's a massive hole burrowed through the earth, 
which he leads us down into. He points out the network stretches on 
for kilometres, and if followed, would take us through high-level 


We know we'l be traveling to other 
slanets, though B only looks like we't 
‘be piloting our spacecraft in cutscenes 
‘and loading screens on our way to 
each world. Interestingly though, 
‘Bungie explains you can only go oft- 
‘lanet after you've collected enough 
parts to build your own space-taring 
‘ide, which you'll then be able to 
‘customise to make your own. 


enemies and loot, and eventually 
spill us out into the massive 
valley which was demoed at that 
morning's presentation. We only 
have to stick to our path if we 
want a quick Strike; there's good 
reason to range further. 
Come the mission's big open 
area, reminiscent of the small 
sandbox environments Bungie 
like to flood their games with, we step into a bow littered with 
destroyed buildings, plenty of Fallen and a bloody big tank at the 
other end. We switch to sniper rifle, but have to wade in for a spell to 
down enough enemies to restock the weapon's ammo. Then it’s back 
to the bow!’s edges, headshotting from afar and dodging when the 
tank's cannon occasionally trains on us. A slide manoeuvre, instigated 
by pressing crouch while sprinting, gives you an extra degree of 
mobility, “Because it's fun,” lead designer Lars Bakken states simply 
when we ask about its inclusion. 

The tank's legs have to be taken out to disable it for a short time, 
at which point we switch to our rocket launcher... but we've no 
ammo. Cue another round of dodges and close-range combat, 
resurrecting downed comrades when we can, leaving them to their 
thirty-second respawn at other times. If all the team die, we get a 
‘Wipe’, putting us someway back in the Strike, 

‘Combat is fast, fun. At times, difficult. We'd put the intensity a 
couple of notches above Halo Normal, a little below Heroic - we die 
mainly because we're cocky, not crap. The tank's not even the 
Strike's end-boss; that comes later when we're given a sneak glimpse 
of a massive sphere collecting souls (the full battle will be at 3 
apparently). We run through this Strike three times, and only in the 
last do we start using our Supers - the big differentiation between 
Bungie's old firefights and its new ones. 


AND SPACE MAGIC 

There's a lot of crossover between Classes in terms of weapons 
and gear, But it’s their unique perks that really emphasise Class 
differences and give a strong nod to the MMO genre, All these are 
bundled into what's called Focus - a class-based skill tree that 
unlocks new abilities over time but limits how many you can have 
active at once, forcing you to test each setup then decide on the best 
combination for you 

Each class has a different jump skill. Titans get jet-pack boost, 
Warlocks a descending glide, Hunter a double-jump and one other, 
yet unseen, option, Then there's the real unique stuff. The Hunter's 
melee attack is a long-range knife throw, the Warlock's is a Jedi-like 
kinetic push, You feel like a badass doing either. Then you start 
getting into the higher-grade options, like a powered NFL-like charge 
that'll let you steamroll through enemy groups. 

Then, there are the Supers. These are short-term effects that are 
either offensive and defensive abilities, activated at any time - once 
charged - with a press of the shoulder buttons together. The Titan's 
Defensive Codex (‘the names keep changing” admits Green when he 
has to double-check with a colleague about what ability is called 
what) drops a sphere, not unlike Halo's Bubble Shield, which the 
fireteam can hide in while their energy shields recharge (like Halo, 
each character has an overshield and an energy bar, though these 
only appear on-screen when that character is attacked). The Hunter 
can imbue their bullets with high-damage thermal energy, while the 
Warlock can fire a semi-locked Nova Bomb, which hits with a wide 
area of damage when it explodes. 

It's cool stuff. And sadly something we don’t get enough time to 
tinker with or test, even as we rotate Classes - Hunter, Titan and 
Warlock - during our trio of plays through the Strike mission, Expect 
a lot of column inches dedicated to this in future. Bungie's showed 


that the traditional Halo feel is still present, but they've only teased the 
really interesting new combat abilities. 


COUNTDOWN TO DESTINY 

The game's ambitious. No doubt about that. And from the sliver of 
what we've seen, Bungie are able to maintain the idea of both shared 
world and story-driven campaign by keeping numbers down and areas 
fragmented, It’s an idea that, on paper, works well, 

Of course the question is going to be how and if they can maintain 
this ambitious enterprise when they invite the world to participate come 
September's release. As with any online game worth its salt, a beta is 
due in the near future, giving us a taster of the core concepts while 
Bungie stress-test the backend. 

“What we're showing now - Strike, Patrol, The Tower - is a sampling 
of what we'll bring to bear in the beta,” says Osborne. “We want to 
make sure people are getting their hands on pretty much all the core 
activity lines... we want to make sure there's a healthy amount of 
content that they can have those experiences; get into a fireteam, 
check out a public event. All the things that are important and native to 
the experience, without spoiling the entirety of the game." 

Even with a game as ambitious as this, its not something we haven't 
heard before. But what raises an eyebrow is the number of times 
Bungie staff elude to the fact they're still working things out. Nearly 
every facet of the game seems under review; something that isn’t 
obvious until we collate the interviews together post-trip. Five months 
from launch, and the game's stil shifting its shape. 

Like when we ask Bakken about how Bungie are approaching the 
different difficulty settings. Bungie veterans will know tinkering with 


The Companion App 
Patt and parcel of today’s mutplayer 
‘scene isthe companion app for mobil, 
‘eeping you synced tothe game even 
‘hon you're away from your living 
‘oom, Destiny is no diffrent. ts App 
wil let you customise your character 
‘and chook stats - treat it as a mobile 
‘specific version ofthe ah 
Bungie.net 


SS 


Halo's different difficulty settings produced a completely different 
experience. The franchise's Legendary setting Al may be complete 
bastards, but you have to respectfully concede they're smart 
bastards, That's all Bungie's doing. So how do you approach it in a 
shared world, when multiple Guardians of different XP levels cross 
over and tackle the same set of enemies? 

“That's a really hard problem to solve,” Lars admits. “We have 
some ideas, we have some stuff we're currently working on right now 
that's pretty awesome. But it's not quite ready to share. And we will 
talk about that. Maybe at E3, or definitely shortly after. But trust me, 
it's cool, It makes sense in Destiny, and fits in with the world. It 
allows you to have the experience that you want.’ 

But then, Bungie are used to the crunch. If there's a sudden 
worry they won't get this huge project done in time, you remember 
that they've been in similar circumstances before, and they've learnt 
from the experience. 

Halo 2's development infamously saw them abandon most of the 
work they'd produced for an E3 proof-of-concept video, and the 
subsequent race to get the game finished saw certain elements 
abandoned and the intense crunch period forgoing the usual polish 
to the title that the studio is known for. 

“There's definitely some light at the end of the tunnel,” Osborne 
acknowledges, “but to use an American analogy, it feels like we're on 
the two minute clock and we're driving. We have to score a 
touchdown to win the game. 

“There's a lot of work to be done and the game's really ambitious, 
and a really big challenge, a big launch for us. It's bigger than 
anything we've taken on before. There’s a lot of drive upstairs and a 
lot of people who have a lot to prove.” 

‘And Bungie have more to prove than some. Even the intense 
focus on Respawr's Titanfall was dispelled in part as not only was it 


Humanity is pushed back from their 
‘galactic foothold by four other races, 
‘wo of which we engage during the 


‘course of the Stike mission. We note 
‘hat The Fallon and The Hive can easily 
‘be compared tothe Covenant Eites and 
Flood from Halo, and we wonder i the 
‘studio's purposeful chosen them to 
telp ease us into this new experience 
‘Not 80, says designer Lars Bakken, but 
‘he does acknowiedge the parallel. 

Each race will have multiple suboe 
‘hough that number will vary between 
‘species. But i'l lead to adapting to 
ferent attack patterns on the 

‘The Fallen include low-lovel Dregs 
(who hug cover, mid-tier Vandals (that 
‘come in a charging, caked melee 
\variety) and higher-class Captains (lt 
‘strong fiw power and reinforced over- 
shield). There are also sphored 
Servitors that float onto the battiato, 
‘sniping us with plasma bal 


that team’s first game, but for all 
its uniqueness, it was a straight 
forward online shooter. 

Bungie not only have the 
pressure of bettering their past 
work, but needing to offer 
something as defining and 
revolutionary as the original Halo, 
Multi-faceted as it is, Destiny 
isn’t lacking for ambition. Yet 
they don’t expect to gain universal praise whatever they deliver; 
they're aware they're going to alienate some of their audience, This 
isn't their Halo 4. 

“My hope is that we capture a wide gamut of things,” outlines 
Osborne, who's role lets him get a wider viewpoint of the project as a 
whole. “Like Raids - we have guys playing Dark Souls, or Dark Arisen, 
and we think about how we can give the player in for the long term 
something to overcome. We brought a Clan out to bang away at this 
[particular mission], and they couldn't beat it. 

“Then you have the story,” he continues. “This emotional 
resonance in the world to make you feel like you're an adventurer. You 
can forget about your 9-5, There's competitive multiplayer, there's 
Strikes... crack a beer, shoot some aliens, relax. Have fun. Laugh with 
your friends, That spectrum of stuff is what ends up being the hobby. 
That's where we find our relevance, our meaning. We want people to 
play longterm, to fall in love with a facet of it. 

“There's definitely some distinct decisions we make. We know 
people won't like this, or we can't satisfy this particular audience, so 
we have to adhere to our pillars and say ‘this is what we're making, 


we can't be everything to everyone’. 


Destiny will release this September 9th on PC, PS3, PS4, Xbox 
360 and Xbox One. 


HOTLINE 
MIAMI 2 


The killer indie returns. We get hands-on with the 
twisted and gory shooter ahead of its launch. 


The new demo of Hotline Miami 2: Wrong Number doesn't waste time. It 
debuted at last month's PAX East, but we got an exclusive early look before it hit the 
show floor, It only lasts two levels, but stil tells us plenty about what's in store in the 
follow-up to the best murder simulator and ultimate gore-fest of 2012. 

As always, the pace is dizzying, Clearing rooms, floors, entire buildings of criminals 
requires quick wits, quicker reflexes and a planned route of attack. One single misstep, 
and your brain and skull will likely paint a pretty pattern on the floor, The visuals are 
now even more explicit and grotesque. The style is the same primitive, simplistic (and, 
one could argue, deliberately ugly) 16-bit style as in the first game, but it seems as if 
Dennaton have reached an even higher level of mastery when it comes to their pixels; 
meaning extra brain splatter, guts, gore, blood and the other good stuff, 

The story's also likely to be just as mysterious and cryptic as in the first game, and 
the demo makes no attempt at explaining any kind of context. Instead, we meet five 
guys wearing animal masks who are bored out of their minds at some party, decide 
they want some action, check whether their guns are in the car, and proceed to roll out 
and brutally end the lives of faceless gangster types 

At the entrance to the first mission, we find the first significant change. Whereas 
Hotline Miami was the tale of one person's bloody, mysterious and disturbing killathon, 
the sequel is about a whole group of people. As such, you no longer choose what 
mask to wear at the beginning of a mission like before - instead, every mask is tied to 
a character (or two of them, in one case), each of which has a distinct play-style. 

Corey, the zebra mask, is described as "fast & agile", which means he moves faster 
than the others and can roll to avoid hits and gunfire. Tony, the tiger mask (what else 
could he possibly be called?) kills people with a single punch, but can't use weapons, 
Where things really get different is with the swan mask-wearing duo Alex & Ash. You 


control the former, who carries a chainsaw, while your partner loyally follows you. He's 
equipped with a gun that you fire with the right mouse button, and he'll pick new guns 
automatically if he runs out of ammo. Alex & Ash become a melee and gun combo- 
duo, both giving the player more options and raising the amount of things to consider 
and plan for, 

Finally there's Mark, who wears a bear mask and comes equipped with two 
machine guns, As standard, he'll fire them wherever you aim, but hold down the right 
mouse button and he'll aim them to the sides; hold down shift as well, he'll turn 90 
degrees, thereby point one gun in front of him and the other behind him. 

Firing in two directions simultaneously is a difficult mechanic to use properly, but 
with enough skill and finesse, it's almost guaranteed to create spectacular results. 

Besides that, most things are as we're used to - Hotline Miami 2: Wrong Number is 
frantic, blisteringly fast, ruthless, and you're back in the thick of it as quickly as you're 
Killed. It's still about getting an overview, coming up with a plan of attack and 
executing it, and the sensation of clearing a room of baddies (or victims, depending on 
what's actually going on) in one swoop is still exhilarating. 

In the second level, the Hotline Miami 2 demo surprises again, as the player 
character changes. We take control of a guy who laments the rough side of his work, 
only to drive to a retail store and viciously murder all the armed thugs inside. As he 
leaves for his car he's stopped by an army of police officers, guns drawn. The demo 
ends with a sharp cut to a screen of static. 

Like its predecessor, Wrong Number suggests nothing is quite what it seems. But 
we know developer Dennaton knows exactly what they're doing. 


BETA PLAY 


‘As with most online PC 
titles, Ground Forces is 
being tested in a closed 
beta currently. Keep an eye 
on the official site for 
‘openings to join the fight in 
the future, 


WAR THUNDER: 
GROUND FORCES 


Online aerial shooter rolls out tanks to pound the ground. 


In simple terms, this is World of Tanks and World of Warplanes combined. 
Gaijin Entertainment (not to be confused with Gaijin Games) are in the process 
of introducing tank combat to servers more used to the aerial battles that War 
Thunder made its name with. While Wargaming started on the ground and 
worked their way up, War Thunder does the opposite, introducing skill trees 
populated by various armoured vehicles that players must grind through as 
they unlock improved options for their skirmishes on the ground, 

War Thunder has been out on PC for a while now, and took off on PS4 as a 
launch tile for Sony's new-gen machine as one the console's free-to-play 
offerings. Those who've played on either format wil know there's plenty of 
excitement to be had on the game's servers (although, on the PlayStation 4 
version, the cluttered UI meant getting to the excitement was harder than it 
should've been), with both cockpit and third-person views offering players the 
chance to experience high-altitude dogfighting. 

The shift to the ground brings about an inevitable change of pace, as instead 
of soaring through the skies in nippy aircraft, you're driving lumbering tanks 
around the maps. Danger comes from all around, as well as from the skies 
above, It’s not like World of Tanks, where you just have to focus on what's in 
front of you; here you must worry about attacks from above as airplanes look 
to swoop in for easy kills on unsuspecting tank drivers, 

Visually speaking, the tanks look decent, and their additional firepower makes 
fora nice change of tact from the gameplay that players will already be used 
to. We've not had enough time to gauge how the different tanks already 
available will differ from each other beyond the obvious differences pointed at 
through the size of the vehicles, but given that there's likely plenty more content 
to follow post-beta, there's certainly going to be plenty for fans of the genre to 
get their teeth stuck into. Mixing tank and airborne combat together is Ground 
Forces unique selling point. It's certainly looking like a step in the right direction, 


VOLUME 


Volume comes with a level edit 
that lets players make their own 

as, It looks and 
hopefully a strong community will 


Thomas Was Alone creator returns with a unique take on the stealth genre. 


Mike Bithell is already a prominent developer. And that's just with one game under 
his belt. When he started making Thomas Was Alone, he thought he was making a 
visually strong platformer with a limited narrative, but it turned out the opposite, 

‘A.well-written script and Danny Wallace's luxurious narration provided a wonderful 
accompaniment to the thoughtful but understated audio and visual design of the 
game, It was a hit, pure and simple, and the success he's enjoyed so far has given 
him the stability and opportunity to be more ambitious with his next project. 

Volume is a stealth title that beats down the door of convention and aims to put the 
focus firmly on the way we play these games, subverting the tricks we've all learned 
after years of playing Metal Gear Solids and Splinter Cells. 

It's the story of "a near-future Robin Hood," Bithell told us as we sat down to take 
allook at an early build of the game, The character's name will certainly be familiar to 
those who know anything about the lore surrounding the infamous British folk hero, 

“What would Robert Locksley be like if he were to be alive today?" Bithell asks, 
before adding, “obviously there wasn't a real Robert Locksley, but we're going to 
pretend there was." 

During the course of the demonstration, we're left with no doubt as to the passion 
that's going into the project ("if there's a book about Robin Hood I've read it. 'm a bit 
of a nerd for that stuff"), Bithelts bringing that knowledge of that fiction into current 
times. He's done a great job of modernising the legend. "What would Robin Hood 
be? He'd be a YouTuber, He'd be showing off online, demoing his stuff, basically 
being a let's player for crime." 

So this version of Locksley is using a miitary simulation to predict the outcome of 
certain events, and he uses this tool to start generating approximations of rich and 


powerful people's homes and broadcasting that knowledge online. He's an 
information superhighwayman, if you wil. 

So we're playing a digital version of Locksley, plotting his way through security 
systems. Graphics are stylised, but effectively communicate the key details, with 
cones of vision on display, and no-nonsense scenery, It might be simple, but it's 
effective and definitely easy on the eye, 

Bithell knows all the tricks of the stealth trade. He knows that often it'll boil down to 
us knocking out guards rather than using tools. Volume's systems are designed to 
‘encourage you away from a path of least resistance. 

Knocking out guards and hiding the bodies isn't the easy way out - stunned guards 
don't remain stunned for very long. The cool gadgets are also spread out somewhat, 
and you'l only be given specific tools at specific times, like audio devices that 
distract guards, sending them away from their normal patrols. 

The patrolling guards are actually pretty stupid, but it's clearly a purposeful design 
decision, They'll almost immediately give up a hunt and return to their original patrols 
if they don’t see you, Volume cuts through the crap that we've come to know (and 
exploit) in stealth games, and unashamedly revels in the systems that hold it together. 
Every thing is exploitable in some way. 

We've always liked stealth games, but we have to admit that we've often followed 
the path of least resistance when presented with the opportunity to branch out and 
be creative. 

We're looking forward to being forced to think outside the box. When we'll be able 
to that is stil unclear, with it looking possible that the game might sip into 2015. 

‘One thing's for sure, we're definitely looking forward to finding out more. 


WWW.GAMEREACTOR.CO.UK 
DY READING 


Gamereactor’s newly redesigned website has been tailored to get the info that’s important to 
you as easily as possible. Quickly too; our news network is updated hourly with the latest 
breaking developments across the industry. New announcements, fresh screens, the latest 
trailers, and the latest deals to get the best games cheaper: it’s all here. We've also got the latest 
hands-on impressions of the most interesting titles coming, and one-on-one interviews with their 
creators. Add to that our dedicated GRTV video channel with its daily live show, Gamereactor 
Live, and you'll see why we're five million strong and growing. Come join us. 


POWERED BY: GAMEREACTOR 


Before you know it, Mario Kart’s grabbed you. The outside world 
will disappear, and anything other than timing that next corner, 
grabbing that next item and charging past the competition on the last 
stretch of a track, will be rendered inconsequential. It doesn’t matter if 
you're racing alone, in pairs, in threes, fours, or joining eleven other 
racers online, Mario Kart 8 is a fantastic racing game. 

The game's far from simulation, but you still feel that refined control 
when flowing round the tracks. Each wheel and chassis choice for the 
kart you're driving will alter handling enough to feel noticeable. That's 
something some lesser simulation racers can't claim, offering nothing 
more than cosmetic touches between different models. 

The franchise has been around two decades now, yet there's enough 
fresh ideas bolted onto the veteran frame that MK8 does its best to be 
all things to all people; newcomers as well as older fans. 

There's thirty racers in all, most that need unlocked. Grand Prix is 
still tiered in 50, 100 and 150cc variations. There are Time Trials, freely 
configurable Versus Racing modes, and the Balloon Battle returns. 

And the same options are available in multiplayer, with the exception 
of Time Trials, which are built around online rankings and uploaded 


GOING ONLINE 


Though we couldn't check. 
the online muttiplayer inthe 
vil, MKB promises a much 
batter experience than before 
‘with private races with chat 
lobbies, while there's both 
regional and world Cups to 
compete in, Theres also a 
tournament mode, and we 
can upload and download 
player ghost data. 


MKTV 


Integrated into the game is 
Mario Kart TV, which lets you 


watch highlights of your raves, 
It's surprisingly competing 
viewing, 


ghost data. And through all this, that tight gameplay that is 
as top notch and as rich as it's ever been, It's simple, easily 
understandable, yet massively layered, 

The Wii U offers multiple controller options - GamePad, Wii 
Remote plus Nunchuk - but the best way to play is using the 
Controller Pro. While the GamePad does a decent job, the 
heavier weight of Wii U’s default controller will gradually tire 
your hands. While you can use its in-built gyro-sensor to use 
it lke a steering wheel, it feels like a gimmick. No one will be 
winning Cups this way. 

Mario Kart's all about speed. Collecting up to ten coins, 
many of which litter the track, delivers additional top speed. 
Just a small gain, but enough that in Time Trials you look to 
fill your wallet as soon as possible. Perfect drifts round 
corners will fire up a two-stage turbo, giving you a further, 
short-term boost. Be ready for arguments between you and 
friends as to whether the returning bike class is superior in 
this discipline over the karts, 

There are new additions as well. Most tracks have anti-grav 


sections where we leave the normal track and zoom up walls 
or along ceilings, our wheels converting to anti-grav magnets 
to keep us from falling off, These stretches are usually filled 
with boost pads and jumps, which combined with tricks add 
yet another turbo boost. The benefit is so that you'll search 
for the tell-tale signs of these paths when playing courses, 


THESE ANTI-GRAV STRETCHES ARE USUALLY FILLED 
WITH BOOST PADS AND JUMPS T0 GET YOU AHEAD 


though not every one has them. The anti-grav option is the 
third transformation for the vehicles, joining the returning 
glider and propeller configurations. Using the flight paths on 
courses are almost always high risk, but there's potential 
time saving to make the danger attractive. 

A\so completely new is the anti-grav boost. Crashing into 
another racer while in this mode will catapult your ride 


SECOND SCREEN 
‘The second screen on the 
Wii U GamePad provides no 
‘adaltional features other than 
the fact that you can play the 
‘game on it: Otherwise, there 
is just a huge red button to 
nd the hom, a overhead 
wv of the track and the 
placement ofits 12 racers. 
But who'd look down to 
that during a race? 


forward, while some tracks contain bumpers which have the same 
effect. These inclusions could become a game changer for the 
franchise's traditional gameplay; we'll see how they're folded in by 
players in the coming weeks and months. 

New items spice up races as well, The ‘8’ item gives you eight items 
in a scrolling wheel, randomising their line up and forcing you to fire 
whatever one is in front. The foward-firing Boomerang smacks enemies 
when thrown, as well as on its return. The Fire Flower allows for ten 
quick fireball tosses, and alongside these you have the classic items 
such as Bananas, Shells and speed-boost Mushrooms, And the Blue 
Shell, The bloody Blue Shell 

There's 32 tracks in Mario Kart 8. They're evenly split between 
remixes of older tracks and brand new ones that take full advantage of 
the HD upgrade, hardware and new kart abilities. The new courses 
really impress, and even the classic ones, though we've raced them to 

death in previous franchise entries, give a nice break with 
their simpler designs of circular routes and more straight- 
forward racing lines. It all adds up to a racing title that 
brings the best with it, both old and new. Essential stuff. 


Child of Ligh 


PC PS3 PS4 XBOX 360 XBOX ONE = 


It’s Final Fantasy meets Dr. Seuss. Princess Aurora finds herself in 

the magical world of Lemuria, having died and sent her father, the 

king, spiralling into illness and grief in the real world. She's a fiery 

redhead whose hair flows through the air, frame by frame, as if painted 

by brush, There's stil hope that she can save her father and return to 
her normal life. She only has to find and return the sun, the moon and = 
the stars to Lemuria — a world wrapped in darkness. 

It looks every bit a children’s book illustrated with watercolours. The Chil of Light makes use of 
‘soft, careful melodies compliment the visuals perfectly, and all the the UblArt Framework, the 
dialogue is written in verse. The narrative comes across as really Foyt Dri ant Pava 
playful and we often found ourselves smiling at the silliness of the Legends The conoept behind 
rhyming characters. "What's inside?” "Homicide!”, proclaims Aurora as __ Mie toolset Is to iit the 


‘ amount of repetitive tasks 
a chest contains an enemy rather than loot. There's a whimsical touch uavloprant to help 


to the visuals (such as animals popping up from behind rocks in the smaller taams, vile 
background as you explore) that at times we're not sure what we can —__Mmuiaiing high production 
interact with and what's just for show. values. 


With visuals as beautiful as these it'd be easy to assume that looks 
are all there is to Child of Light, but beneath the glorious art style, 
atmospheric music and inspired animations, there are numerous rock 


litle blue firefly or fairy 
lgniculus accompanies Aurora 
through most of her journey, A 
second player can control him if 
‘you want to give your right 
thumb a rest. 


Publisher Release 


solid mechanics. 

Child of Light offers some Metroidvania elements as the 
levels are full of secrets, but beyond the wings you grow 
within the first hour there is no further character progression 
to open up new and explorable areas in previously visited 
regions. Progression can instead be found in the puzzle 
mechanics that make use of Aurora's loyal companion 
Igniculus (a fairy or firefly that can shine a bright light, and 
can be controlled by the second player), and in the 
increasingly challenging and intricate combat system as 
Aurora's crew of companions grows over the course of the 
lengthy adventure. 

New areas to explore open up as the plot progresses 
through 10 chapters that last for about 10 hours. Each new 
area offers new things to feast your eyes on. There are new 
enemies, and each encounter has weight and importance to 
it even if you'll stroll through the first few hours without 
employing any proper tactics. The adventures will take you 
from floating temples in the sky, to the depths of the ocean 


You can find the Deluxe boxed 
tion of Child of Light in 
shops, but it's also 
wnload from 12 quid, An 
absolute bargain for a game of 
this quality 


a 


HP 182/182 HP 50/87 
emp 14/14 gy OMP 16/16 


attacks to bear, cancelling enemy attacks as they're charging them. 
Igniculus also plays a part as he can heal friends and slow down an 
‘enemy's attack charge by shining his light in their faces. There is a lot 
of strategy, particularly towards the end in boss fights, as certain 
‘enemies can gain boosts from cancelled attacks. But the number of 
options available, thanks to crafted gems (that give buffs) and potions, 
always offers you plenty of alternatives to solve any given scenario, 

a French While the story deals with familiar themes we've experienced over 


GIVEN THE CAME STORY-DRIVEN NATURE, WEFELT ssn. guna sonata sora nan 
THAT ONE PLAYTHROUGH S MORE THAN ENOUGH uns ee oe nye ome 


and the heart of a living mountain, and every bit of the 
journey is as memorable as the last one, 

Secrets, chests, confession notes are spread all over the 
levels and we managed to collect roughly half of them during 
our playthrough. After finishing the main story you'll be able 
to mop up any leftover side-quests or confession notes after 


Light. Intimate piano 

melodies that really help characters that often turn clichés on their heads add a great extra 
the credits roll. Perhaps, you'll replay the game on a higher Pet iatilpiey led 10 dimension to the story. 
difficulty level but given it's story-driven nature we felt one waa pertecty. This can be seen as bath a love letter to Japanese role-playing 
playthrough was enough. games and the perfect marriage between the creativity of the indie 

Speaking of combat, the encounters are turn-based affairs scene and the production values of AAA. Regardless of how 

where two members of your group (interchangable during it's labelled, Child of Light is a game you need to 
battles) take on up to three enemies. It's a matter of experience. That is unless you absolutely can't stand 


matching elemental attacks to the right enemies and bringing something that's written in verse. 


Kirby: Triple Deluxe 


a0S 


Kirby has never enjoyed the same popularity as Mario. Yet ever since his 
debut in 1992, Nintendo has been sending the pink marshmallow off on new 
adventures. But where Mario and his friends have sidelined into sports stars, 
role-playing heroes and many more professions besides, Kirby's always stuck 
to being a platform star. 

‘That said, he's been continually experimenting with new control options, 
well as appearances and even, once or twice, anew game type. But in the 
main, jumping and swallowing enemies have been the franchise's primary 
mechanics. The result? Not all Kirby adventures have bean of equal interest. 

‘Therefore, it's disappointing to see Triple Deluxe sticking with repetition, But 


YOU REALISE WITH DELIGHT THE DEVS INCLUDE THE 
FIRST LEVELS TO PLAY WITH OUR EXPECTATIONS 


while the mechanics may remain, and the difficulty's again set so low that you 
feel the early onset of boredom, there is something different to the adventure 
this time, You've just got to dig in for a bit. You realise with some delight that 
the developers included the first two levels exclusively to play with expectation. 

You discover that beyond this initial duo, levels are dualayered. Paralleling 
the course you walk as default is another in the background, which you can 
freely travel to. I's a trick used in titles like Mutant Mudd, but it’s equally as 
brillant here, and makes each level that more interesting to explore. 

‘A major addition to Kirby's assortment of tricks is his Hypernova ability, which 


Publisher Release 


ve! 


POWER BALL 
Imhis two-decade plus 
career, Kirby's starred In 
er twenty titles - and 
«excluding his cameos 
in other series, Not bad for 
someone ma 
Nintando’s unic 
hard to pag why he hasnt 
gained the same following 
as other Nintendo flours, 
but at least we keep seeing 
hi around he's de to 


sees Kirby shimmer with a rainbow hue, much like Mario does 
when he picks up an invincibility Star. For Kirby, it means 
increasing his suction, ingesting enemies of al sizes, as well as 
being able to pull part of the level's background away, revealing 
new routes, and it also helps solve small puzzles. 

‘The game's fairytale structure is borrowed from the series' last 
great adventure, Kirby's Adventure on Wii. As with that then, each 
level contains a set number of Sun Stones, collection of which will 
unlock the world's boss battle, and allow you to move on to the 
next world. Finding the Stones becomes a compelling meta-game 
in its own right. The same can not be said for finding the 250 key 
rings, representing characters from previous games in the series, 
which feels ike tedium, 

For the first time since Kirby's Adventure in 1993, the difficulty 
has increased. Not by much, but enough to make the experience 
more entertaining than before, Boss battles especially benefit, and 
it helps they're all creatively interesting. If the difficulty curve feels 
bumpy towards the end of the adventure, i's stil a pleasure to play 
Kirby game when you can actually fail. 

The Nintendo 3DS continues to stockpile great first-party titles, 
and despite his lower tier standing in the pantheon of Nintendo 

characters, Kirby's stil keeping up with the moustached 
plumbers and tie-wearing simians out there. You'll find 
solid level design, varied challenges and a fun set of 
abilities if you decide to join him. We suggest you do. 


MEDAL LOCKED 


To unlock f worlds, 
you need t nough 
points, which a d 
through winning med 

It gives you early reason to go 

back and your times, 


Trials: Fusion 


PC PS4 XBOX 360 XBOX ONE “owe 


Briliant for all the right reasons, overfamilar for the same, Fusion’s 
the third ((f you discount the mobile release Frontier) entry of the quite 
stupidly addictive franchise, that cockily sits, balanced on back wheel, 
between the boundaries of the racing, platform and puzzle genres. 

‘The core formula remains, the creators over at Red Lynx only tweaking 
the course-unlocking structure, dabbling with the visual design and 
‘screwing in the odd, but for the most, optional additions to the frame. We 
‘would argue that the game's less pure as a result, but then the altemative 
is stagnation. The future is an argument for another time, We can happily 
tackle one last game's worth of tracks before we get bored. 

The studio's done better with the tutorials this time round. The more in- 
dopth tricks in Trials were previously either only eluded to or sometimes a 
mystery, solutions to which were chanced on. This time, tutorials are 
placed right at the start of each new world, each containing a handful of 
tracks to conquer, and signpost the challenges to come. Everybody's 
taught the skils they'll need. It doesn’t stop later tracks from containing 
areas that'll take longer to overcome than some of the eatfier tracks took 


TRIALS ISN'T TAKING IT EASY, CERTAIN 
TRACK SECTIONS BECOME MINI-EVERESTS 


to breeze through in their entiraty. 

Trials isn’t taking it easier in its old age, And as before, even those first 
courses come into their own with ghost data culled from your Friends 
ists challenging you to shave milliseconds off your best time. And even if 
you can return with bigger, faster bikes unlocked later, they don't always 
lead to the best times. Experimenting to find the best ride to suit the track 
becomes its own addiction. 

‘The new is a mixed bag, but you can’t argue with the fact that this is 
the best looking Trials yet. The far-future setting allows Red Lynx to run 
wild with imaginative locales. You're not only granted some lovely vistas, 


Publisher Release 


as tracks transport you above the clouds, over 
zeppelins, through wind farms and up snow-covered 
mountains, but there's also a first for Tiials: a story of 
sorts, That hints layered during your races touch on 
similar ideas seen in Portal make it intriguing, rather 
than feeling ike a straight lampoon. 

Each track comes with multiple side-objectives as 
well, both obvious and obtuse, but always giving you 
something new to try out. Take, for example, braking 
just as you race over a tennis court. Pause for a few 
seconds and the game will oad a tennis mini-game 
that changes camera angle, controls and game type, 
all for the sake of a laugh. But it shows how robust the 
game's level editor is - and the team's expanded and 
redesigned community sub-menu shows they expect 
players to have a lot of fun with the editor, and expect 
this to support Fusion long after the last track has 
been conquered. 

We're not entirely sold on the FMX tracks and tricks. 
Unlocked early on is the ablity to pull off mid-air 
stunts with your rider by yanking the right analog stick 
here and there, There's a whole set of FMX tracks built 
into the standard Career mode but they're one of the 
first that feel more chore than pleasure in the series. It 
may be because the tricks factor little into the normal 
races beyond simple showmanship. Happily you can 
avoid using them for the most part. 

But these are minor quibbles. The bike balancing is 
still perfect, tracks the right side of tricky, the worlds 

rich in detail. And we'll go against popular 
consensus - the music's brillant. With the 
pull of Friends leaderboards on each 


track, well be playing for a while yet. 


MARIO GOLF: 


WORLD TOUR 
308 

Genre Publisher 

Release 


It's easy to misplace credit. Especially 
with Nintendo, See their characters in a 
game, you think the big N, when in fact 
some of these tie-in games are developed 
by independent development studios with 
close ties to the Kyoto giant. Camelot 
Software Planning is one such developer, 
and for the last 15 years the talented team 
has created sports games starring 
Nintendo's popular characters, 

It's easy to spot similarities between 
Mario's latest and a popular PlayStation 
franchise Camelot created back before the 


IT'S SIMILAR TO EVERYBODY'S 
GOLF, NOT SURPRISINGLY. 
CAMELOT MADE BOTH 


Nintendo era ~ Everybody's Golf. Even if 
it's been more than 15 years since, the 
two share a lot of simiarities, 

Golf is simplified and turned into an easy 
to pick up and enjoy experience where a 
shot only involves three button presses, 
switch clubs with a button and 18 holes 
can be negotiated in less than half an 
hour, Additional challenges come in the 
shape of weather conditions, layout of the 
hole, various surfaces and level differences 
while the Mario cast have clear strengths 
and weaknesses, The end result is one of 
the most accessible golf experiences there 
is in video games - one you can enjoy 
regardless of your interest in the sport. 

It may sound all too simple, but Camelot 
have over the years worked out the 
perfect formula for this kind of game, 
making it very difficult to put down once 
you've started. Additionally, it's a perfect fit 
for a portable game where the simplicity 
makes it easy to pick up and play a 
couple of holes for a few minutes. 

‘We would be lying if we claimed that 
there has been much progress since the 
last round of Mario Goff. In fact, the basic 
concept hasn't changed much in the last 
15 years. Nonetheless, Mario Golf: World 

Tour entertains and challenges, 


great for short 5 minute bursts 
‘or hour long sessions. It's 
worth a swing. 


Bound by Flame — 


PC PS3 PS4 XBOX360 


The frequent thought that comes to mind is one word: silly. Dialogue is 
poorly written, and everything that happens in Bound by Flame's opening 
hours seems off somehow. The tone of this apocalyptic world is deeply 
unpleasant, the fines are cliché, the events just plain silly. The combat 
systems are boring, and stoic adventurers are sidelined by the inclusion of 
jokes about breasts. Despite the intention of creating a serious fantasy role- 
playing game, Spiders Studio has decided no lowbrow joke can remain 
unused. Far from a promising introduction. 

However, the French developer gets its act together. After several hours, 
‘as our patience wavers, the team's ambitions become clear, and suddenly 
the drab greys of this perishing world start to permeate with interesting 
facts and storylines. The world's unpleasantness lingers, but we at least 
become immune to it. The jokes gradually evaporate and if the dialogue 
remains poor, at least it's enlivened by the introduction of new, interesting 
companions. It’s in this moment that it becomes clear that we can choose 
the company we keep. 

The rule is simple: characters who are sympathetic to us, we trust. Again 
and again we are asked for our opinion, and if we don't like someone then 
the character will most likely leave the group sooner or later. 


Publisher 


You can upgrade weapons 
and armour to enhane 
ther o give them special 
properties, You can also 
creat traps, potions and 
bolts. Nicely, each upgrade 
‘wll change the look of your 
‘weapon and armour. 


The game's exploration is fairly 
‘open - come each new act We 
can wander anywhere 
at each loc 


Release 


Such decisions, based on gut instinct intially, are heavy. Yet we 
know too litle about what is going on in Vertiel and what role we 
want to play in it. [ce lords from the north threaten the country, 
fighting fieroe wars against every nation, until a pitifully small 
remnant is left. That last bastion, and a group of mercenaries (of 
which we are part of) work to protect a gathering of wizards as 
they initiate a ritual, the last attempt to win the war. However it 
goes wrong, and we're possessed by a demon. Thus sets up the 
good and evil element of the game, as we decide how much of 
‘ourselves we'll give up to the demon - and what comes with it. 

That sense of which direction we should take only develops 
after spending several hours in Vertal. it makes getting into the. 
game cumbersome; we're overwhelmed by information and from 
trying to keep up with the recurring motifs of betrayal and trust. 
The solution is to stick with that gut instinct that saw us through 
the start, and leam to deal with our decisions based on that 
rather than how it impacts the wider world, As we travel across 
swamps, ice deserts and ruins, we gradually learn to appreciate 
the grey-tone morality that pervades the game. 


In similar circumstances, there's a variety of ways to decide 
how to use the combat system. There are three weapon types, 
‘each representing different styles. With one-handed weapons 
such as swords and axes, we go the way of the warrior, which is 
playing close to the enemy and focusing on direct confrontation, 
‘The Ranger uses daggers, traps and silent attacks. We creep 
slowly towards unsuspecting foes from an undead army and 


GETTING INTO THE GAME IS CUMBERSOME, AS WE 
ARE OVERWHELMED WITH INFO ABOUT THE WORLD 


gradually wear down their numbers without raising alarm. The 
Pyromaniac is the complete opposite, using the demon's power 
gained from possession, which is based exclusively on fire 
magic. It's coupled with the crossbow to offer ranged attacks, 
Long-distance only really works if we are travelling with a 
partner who is well-versed in close combat. Our companions are 


big role so 
prise they also 


factor nto side missions 
Sometimes we choose 
between two 


SEEKING BALANCE 


The game plays on the duality 


‘and betrayal, It's 
all about finding the right 
balance, 


fairly self-sufficient in battles, though we can decide what basic abilities 
they use, and whether they behave more aggressively or defensively, Unlike 
‘our character, they're unable to level up, nor can they be healed mid-battle. 
If they're knocked out, they're not back on their feet until after the fight is 
finished, Unfortunately, the artificial inteligence is not particularly clever, but 
since this is also true for our opponents, things even out. 

Bound By Flame definitely has a few problems throughout. In addition to 
the sluggish start and the questionable artificial intelligence, there are also 
some minor bugs. Added to that, the dull presentation doesn't sell you to. 
the fantasy world at the beginning, though you reaise it fits particularly well 
to the melancholic, dreary apocalyptic mood of the story after a while, 

In the end, and surprisingly after those first few hours, Spiders manages 
to deliver a compelling story; enough to raise our verdict a couple of 
notches from our original impression. However, the team immediately have 
alist of fixes they need to attend if they revisit this world, They need to 

make sure there's customisation for our companion, while com- 
bat and armour choices should factor in eatfier. If you know 
the studio's past works, Orcs and Men and Mars: War Logs, 
will be at home with their idiosyncratic charm. 


THE HOBBIT: THE 
DESOLATION OF SMAUG 


The second step in the three-part cinematic retelling of Tolkien’s tale has 
elements of Jackson’s past greatness, but also lacks the same soul as his previous work 


Genre R 12 Release 
Darker, definitely darker. When we reviewed the first part of The Hobbit Yet between these moments, there's points when you 
trilogy last year, An Unexpected Journey, we knew its colourful charms would ’ can see the source material stretched so thin it’s almost as 
be more clearly contrasted against the darker turns the trilogy would take, not transparent as a ring-wearing hobbit. 

only as Bilbo and the Dwarfish company had to contend with Thorin’s gradual x The introduction of Legolas and Tauriel splices decently 
slip into madness, but as the trilogy extended ties into the deepening shadow : with the original source material, but Evangeline Lily's set- 
that’s The Lord of the Rings. Up as love interest to Aidan Turner's Kili feels as badly 


‘And we do get that; the early trip into Mirkwood echoes Peter Jackson's 
younger, horror-filled director days. Martin Freeman shows once again how he 
has nailed Bilbo's character in a brutal scene as he fights off a perceived threat 


forced as it obviously was, while two visual callbacks (or 
call forwards, given the time frame) to The Lord of the 
Rings evoke the first embarassed groans this franchise 


to the ownership of the One Ring. There's the haunting trip into the belly of a continues in Hobbit Part 2 has ever managed to elicit from us ever since Frodo was 
mountain as Gandalf discovers the tombs of the Nazgul. And this is all before ‘hough with our bana spolt'__firgt set on his quest aver a decade ago. Both are poorly 
‘even mentioning the full-reveal of Smaug himself, Weta Workshop lending the gla why ti handled and only underscore how emotionally lacking this 
CGI beast all the character and intoxicating screen presence that's only lacking. Inc new trilogy is in comparison to the first. 
matched by the team's own work a decade prior with Gollum. Yet even the tee Mid-act films are always the black sheep of 


dragon is nearly outmatched by a single scene with eff king Thranduil, Lee Tinh vou alan any trilogy. It’s still a marked improvement 
Pearce regally mixing madness with royal power in a captivating performance. back jr the Exon cut over the first, but how wil it all tie together? 


ANCHORMAN 2 
Genre R17 Release 


Imbued with the ev 


swelling Succass of 
the cult original, creators Wil Ferrall and 
Adam MeKay took the scattershot a 
to that comedic formula and broader 
carwvas, What results 
In this overty-long sequel tha 
too self-indulgent and poorly selt 
to enjoy. Catching lightning in a red candle 


twice was a tall order; but it's sti 
@) Shame Ron urn rum 
lacks punch. 


AMERICAN HUSTLE 


Gere R |) Release 


Director David O. Russell manages to pull 
great work trom his big-name ensemble 

cast, as con artists and crooked cops mix 
together. However excellent both certain 

‘cones and those acting are, the story as a 
Whole lacks heft and third act resolution: 

don't deliver with the welght promised In 
the preceding two, It's billed and shot as a 
F, but plays more comedy. 
erful to watch, but litte of it 


thr 
® : 
will stay with you past finish, 


WOLF OF WALL STREET 


Genre R 1) Release 


The tale of Wall Street, corruption and 
depravity, is loud, obnoxious and you'll feel 
lke you've just come out of a 24 hour 

party, You'l also be hard pressed to find a 
ympathetle character in there. Leonardo 
DiCaprio embraces the drug-fuelled life 
Jordan Belfort and glves one of his best 
performances yet. But he's not glven the 


2 to bring nuance to the 
@ role, Excess bullds atop excess. 
You'l fel bumt out by the finish. 


THE AMAZING 
SPIDER-MAN 2 


Cinema After a muddled repeat of the web-slinge! 
director Marc Webb gives us a bigge! 


Genre R12 Release 


‘Andrew Garfield's the definitive Spider-Man. His attitude and 
physicality are what makes this character, and when Garfield's in 
the suit and fighting vilains, The Amazing SpiderMan 2 comes 
close to perfection. Switching to film stock from digital when 
shooting, and using some camera angles that only modern 
technology allows for, you really feel like you are swinging 
through New York's incredible skyine, 

What makes Andrew Garfield's Spider-Man so much fun to 
watch is how he walks the line of Spidey’s arrogance and 
compassion at the same time, The one-liners, the bravado, even 
his sauntering walk; when he's in that costume it’s ike watching 
the comic panels come alive in front of you. Other members of 
the cast deserve praise too. Emma Stone as Gwen Stacey is so 
much more than that damsel in distress, She teases Peter 
Parker, restrains him and encourages him throughout the film, 
‘The chemistry between Garfield and Stone is incredible and 
really makes you care about them, Jamie Foxx brings his 


’s origins, returning 


spectacular sequel 


, bolder, mor 


considerable acting chops to Electro and is suitably threatening 
whilst still maintaining a humanity that keeps him interesting. 

‘And then there is Dane DeHaan as Harry Osbom. We couldn't 
shake the feeling he was the pantomime villain that a giant, 
summer (spring?) blockbuster needed, but Foxx's Electro was 
too human and complex for, Despite this he fils his soenes with 
menace and unpredictability, 

‘Anyone worried about the amount of villains tuming this into a 
mess like SpiderMan 3, don't be. Rhino's litle more than a 
‘cameo bookending the film and Osbom is really more of a moral 
dilemma for Peter than a physical threat to Spider-Man. 

‘The Amazing Spider-Man 2 has learnt a lot from the other 
‘comic movie franchises around it but not felt the need to copy 

them entirely, The tone is darker without losing sight 
of what separates Spidey as a hero. The action is 
more epic in scale without just making sets bigger 
for the sake of it. This is the spectacle he deserved. 


THE RAID 2 


Gerre ACTION R 18 Release 11 APRIL 


Brutal and bone-crunching sequel from Welsh director Gareth 
Evans that makes for tough vi The original's tight focus on a 


single police officer clearing an entire apartment block of scum in 
‘one day widens to a multi-year, multi-gang war over city turf as 
Rama goes undercover to dig out police coruption. You feel 

the 150 minute run time as the flick slow burns through a 
lengthy setup. The action, when it comes, is incredible 

but unrelenting. You'll feel exhausted just watching. 
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PS WIRELESS 
HEADSET 2.0 


HEADSET High-priced ear mufflers for your Sony gaming 
prove to be worth the asking price in quality and style 


Sony and Microsoft had to rush to get their new consoles on the market late last year. That huny was 
reflected in the hardware peripherals. When the PS4 launched, the mono earpiece that came along with the 
console was nothing but a joke. Needless to say the demand for good headsets was high from the get go. 
Finally, after months of waiting, Sony has answered that call. 

‘The PlayStation Wireless Headset 2.0 will work wirelessly with the PS4 and the PS3, and, with the 3.5- 
millimetre jack, works with the PS Vita as well. The wireless function is handled via an inconspicuous USB- 
dongle, and getting everything set up and started with your systems is easy. 

Device support deserves a tip of the hat; with the USB-dongle one can enjoy the wireless feature on PCs 
and Macs also, and nothing prevents using the headset with mobile devices with that 3.5-millimetre jack. 

From a design standpoint the headset is a really nice piece of work. Like the PS4 console itself, the 
headset has a simple and minimalist appearance, and the matte black exterior with deep blue highlights 
creates an elegant impression. The headset can also be conveniently folded together for easy transport. It's 
also possible to change the outer faceplates if you get bored with simple black ones (sold separately). The 
headset is also suitably lightweight and well-balanced, so that it's fine even during hours of continuous use, 
‘Though after some time we did notice the interior leather starting to cause some friction. 

‘Therefore it's nice that the Wireless 2.0 does not disappoint on audio quality either. The headset's virtual 
7.1 surround sound impresses, and the audio feed is surprisingly clear and didn't feel as flat as you might 
expect. You can switch to 2.0 stereo with a fick of a button on the headset. 

Interestingly the microphone is completely hidden inside of the headset. Perhaps for this reason it doesn't 
‘seem to offer the best possible quality while chatting online. The headset is powered by an intemal battery 
that takes about three hours to fully charge and lasts up to eight hours - but remember to turn the headset 
off after use since there is no proper energy-saving stand-by mode, Also there is no charging stand 

included so you need to use the included USB-wire, which is pretty short. 
So, price. The headset's retails for over one hundred quid - but its quality reflects the higher 
price range. Even though it's possible to find better audio quality in wired headsets, itis very 
hard to match Sony's new headset's balance between comfort, style and sound quality. 
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It was a stupid design decision. Whatever 
reason Microsoft had for choosing replaceable 
batteries for the Xbox One controller, it was 
the wrong one to make. Sure, you can plug a 
USB cable from machine to pad to keep 
going, but we'd got used to not tripping up 
‘over another lead jutting out of our TV 
cabinets, Besides, having to stop gaming to 
90 pick up fresh batteries not only feels like a 
throwback to the Stone Age, but also takes a 
chunk out of our wallets, if Sony could offer 
rechargeable controllers straight out of the box 
(Gince the PS3 no less) why couldn't their 
competition? 

Extra cash grab? You'd be right. Microsoft 
offers a Plug & Charge kit - rechargeable 
battery pack and charger cable - for £19.99, 
Venom, however, are going one better with 
two charge kits for same price as one official 
product, and they include a charging stand. 

In the box you get two battery packs and a 
matching pair of covers for the back of your 
controllers. Snap them on and rest your pads 
‘onto the included stand - plugged into your 
Xbox One (or even laptop, as we have them 
set up as we write this) via an included USB 
cable - and they'l begin to charge; a front light 
will toggle between red and green when they 
are fully charged (which takes a few hours). 
Venom promise around 18 hours worth of 
gameplay from the batteries; mightn't be as 
long as traditional AAs, but in the long run you 

will save some cash from making 
battery runs over the months 
ahead. Nothing outstanding, but 
the product does what it says. 


GAMEREACTOR Q 


HIGHLIGHTS NEWS PREVIEWS 


011 
GAMEREACTOR Q & 


The Last of Us 
The movie is coming 
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GAMEREACTOR APP 
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Stay in touch with gaming on the move. Download our newly-updated 
mobile App for your iOS or Android device, and get all the latest on the 
gaming industry straight to your phone. 


Super 
Mario 64 


The Nintendo 64 platformer has yet 
another fan: Bungie designer 


“When the Nintendo 64 and Mario 64 came out, | was going 
to college at the time, and | pre-ordered it at my local game 
shop. | remember knowing it was coming out a particular day, 
but they didn’t know specifically when they'd be getting it in. 
And | had a 7-9pm night classes that day. | was pretty good 
for going to classes. 3pm the store calls to say it'd arrived. | 
go down, write a cheque for whatever it was - it was a 
ridiculous amount of money - brought it home, popped it in... 
I stil remember having my mind totally blown when Mario 
came out of that pipe in 3D. And then of course, you can 
imagine, | did not go to that class that night. | sat in front of 
my N64 until midnight playing Mario, Didn't get much sleep, 
and my schoolwork suffered for a couple of weeks (laughs].” 


io's a popular guy, and 
80'S most of his 
adventures. So it's not 
surprising Nintendo's gota 
digital version of Super 
Mario 64 available on the 
Wi's Virtual Console, 


SUPPRESS YOUR INNER DEMON 
OR UNLEASH ITS POWER 


Cominc May 2014 


(©2014 Spiders Studios and 
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Plunge into a dark-fantasy Action-RPG where your choices matter! 
In a desperate world ravaged by the 7 Ice Lords, you are 
Vulcan, a mercenary possessed by a flame demon. Unleash 
the powers of the beast within, or reject the demonic 
influence to keep your humanity. Develop your abilities and 
combat style through 3 skill trees, recruit companions, and 
fight dreadful creatures in epic, tactical real-time battles! 
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is Home Interactive. Bound By Flame is developed by Spiders Studios and published by Focus Home Interactive. Bound By Flame and its jogo are trademarks or registered 


trademarks of Spiders Studios.-B “PlayStation’,"PS3', "= =3" and “#®” are trademarks or registered trademarks of Sony Computer Entertainment Inc." >_S-<1."is a trademark of the same 
‘company. KINECT, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies and are used under license from Microsoft, 
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